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INTRODUCTION: 

This manual is endorsed by the American Federation of Police for train 
ing of police officers, public safety officials and all those concerned with 
the protection of life and property. 

If your club plans to sponsor a carnival this book is a must for the lay 
man to protect your guests. If you like to go to carnivals as most of us do 
for fun. . . advance reading will help you avoid trouble and to be wary of 
“games” that bring to memory the statement. . . “never give a sucker an 
even break.’’ 

Gene Sorrows grew up in this business. When he became aware ol his 
civic responsibility he assisted federal, state, county and local police in 
cracking down on unsafe operations. For this he has suffered and has 
been threatened with death. 

Additional copies of this book are available by writing to: Carnivals 
Manual, American Federation of Police, 1100 N.E. 125th Street, North 
Miami, Florida 33161; 305-891-1700. (Enclose $5.00 plus postage of 754 
to AFP.) 

The author has agreed to present workshops and seminars for law en 
forcement organizations and he may be contacted through this associa 
tion. He is also an expert witness on the subject and is available to consult 
with any pending criminal investigation. 
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FROM THE AUTHOR 


“The carnival is coming! The carnival is coming!” 

No other cry seems to stir such happy, expectant excitement. Maybe 
that’s why an estimated 54 million persons will patronize carnival midways 
this year. 

And why not?... For whether it be a few rides nestled in the corner 
of a shopping center or the breath-taking array of a State Fair, the more 
than six hundred carnivals criss-crossing the country offer something for 
everyone, from ages six to sixty — plus. : 

But just how much is really known about this great American pass time? 
Not very much and | should know; for you see for fifteen years | was a 
member of this category of nomads. For fifteen years | was a ‘‘carny’’ 

Why is so little known about this most visible group? The answer is 
very simple; carnies live by an unwritten but strict code. Much like the 
code of the Cosa Nostra it is simply that you do not talk to outsiders. 
You do not discuss the business. In fact, an outsider is looked on with 
the same distaste as that of a plague. Outsiders are “marks’, someone 
to be used. . 

Yes, Carnies are truly a society within a society. A tight-knit group 
numbering the tens of thousands, they give no quarter and ask little in 
return. They ask little and answer nothing. 

This is why the unexpected news that a Carny had stepped from the 
sacred bond of silence has sent shock waves rippling through the industry. 
| am that Carny. And | feel no remorse in my new role because the carnival 
world | was introduced to at the age of fifteen, is no more. 

Over the last few years | have seen a warm family-type atmosphere 
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being manipulated into a cold calculated and corrupt business. | have 
watched a world of dreams turn into a world of nightmares, and the sad 
thing is that so many honest, hard working carnies have found themselves 
in a dangerous dilemma. And an even sadder dilemma is that they firmly 


believe there is little they can do about it. 
Many of my former associates, for years, whispered under their breaths 
that their only salvation was to rally help from the outside; but no one 


seemed to want to be the one to step out and blow the whistle. 

Well, | am the one who has come forward to rip away the facade of 
innocent fun and games to expose, for all to see, the corruption that is 
engulfing this bit of Americana and which is repeatedly making a mockery 
of clean sportsmanship and law and order — and pocketing millions of 
tax-free dollars in the process. | am committed to divulging every well- 
hidden secret; every illegal device that | know of now or learn of in the 
future, 


Such activity, of course, brings retribution. It is ever present. And more 
is earned each time a game is forced to close or indictments are handed 
down and criminals go to prison. I’ve paid a toll, in one way or another, 
for almost every road I’ve taken — but the more | travel, the more 
criminals continue to go to prison and the cleaner the air is to breathe. 

If you are looking for a story of love and romance, this book is not 
for you. There is no love here. But, if you want to learn the truth behind 
this amazingly lucrative criminal conspiracy that probably numbers you 
among its victims, then | don’t think you will be disappointed. Surprised 
yes — but not disappointed. 

ARE ALL CARNIVAL GAMES RIGGED? No! There are enough legitimate 
games to fill any Midway. In fact an honest game is much more profitable 
to the game owner. 

ARE THE RIDES SAFE? The larger the carnival the safer the rides, but 
you might be amazed to know that very few states have any type of ride 
inspection or regulation. Another thing to consider is that the majority 
of ride help is greatly underpaid and overworked, thus creating a 
nonchalant attitude toward their duties. A further complication is the 
hectic schedule which sometimes calls for a carnival to close on a Saturday 
night in one town and open the following Monday in another location 
four hundred miles away. This means that some ride operators are faced 
with the grueling task of working all night dismantling the device, driving 
all day, and erecting the same device with little or no sleep. This grind 
alone is a dangerous area for error, but when you couple that with the 
fact that many times such a feat is accomplished only with the aid of 
pep pills then you can understand the very important need for more ride 
safety. 

HOW CLEAN IS THE FOOD? The first year of my carnival career | was 
advised to seek out my food at a Committee Stand or get somewhere away 
from the lot. Let me point out that there are some food operators who 
take pride in their work and run a clean operation, but the bad far 
outweigh the good, Remember that outsiders are nothing more than 
“marks” to a Carny so the purchase of low quality products is 
commonplace. A similar problem in dealing with food is that the help 
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in these booths are similar to that of the ride help and they too are 
overworked and underpaid. And besides, they are catering to marks so 
washing their hands on a trip to the bathroom during a cherished break 
seems like a waste of time. | have seen food laying out in the open for 
hours at a time forming an easy target for germs and flies. | have seen 
the same food re-cooked for days. | actually witnessed one cook stand 
over a grill and pick his nose. My advice is the same as | received my 
first year and that is to purchase your cotton candy and candy apples 
on the carnival Midway but seek your food elsewhere! 


ARE ALL CARNIVAL WORKERS HOMELESS BUMS? Nothing could be 
farther from the truth! In fact, there are more carnies in the middle to 
upper-class brackets than in the popular myth of derelict and homeless. 
A good example is a Rigged Game Operator. Of every dollar he takes in 
he receives fifty cents in pay. If he clips a player for a couple hundred 
in a half hour he has just made himself a hundred bucks for his efforts, 
all tax free. Such an operator, called an Agent, can make between twenty 
to fifty thousand dollars a season, depending on how hard he wants to 
work, 


ISN’T IT TRUE THAT CARNIVALS ARE A NICKLE AND DIME 
OPERATION? John Scarnes, a world renowned gambling expert, destroyed 
that myth some nineteen years ago when his nationwide survey revealed 
that ten billion dollars was spent annually on carnival games alone. Such 
a figure is amazing in itself but when you take into consideration that 
it did not include revenues from rides, food and sideshows, coupled with 
the fact that at the time the survey was done most games cost a lot less 
to play; then today’s figures would be phenomena!! 


EVERYONE EXPECTS TO GET TAKEN AT A CARNIVAL, DON’T THEY? 
| have never heard anything so ridiculous! No one in their right mind wants 
to be taken at anything. The truth is that most carnival visitors go with 
the idea of spending a certain amount of money. More times than | can 
remember | heard the same revelation from a customer. “I know | can’t 
win but I'll try it once’’ They were right about not being able to win 
because the game was rigged, but what they didn’t know was the game 
operator had a very unique skill, and that was to take their money. More 
times than not if a player ever takes one try he may as well hand over 
his money because the smiling operator is among the elite super salesmen 
in the world. If need be the super con man will laugh, cuss, cry, and even 
pray with the player; but believe me, it is all an act. His only concern 
is taking the car payment that the mark made the mistake of bringing 
along! 


WHAT IS THE WORST GAME TO PLAY? A group of games, called Flat 
Stores, where the player has to accumulate a certain score to win, usually 
a hundred yards. Called a Flat Store because the operator can ‘flat out 
rob a player’ The largest recorded loss by one player is $95,000.00! The 
FBI has estimated the odds at over a billion to one against the participant. 
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PART ONE 


TERMINOLOGY — A typical conversation between two AGENTS might 
sound something like this. “1 don’t believe it! No sooner had the FIXER 
give the word to BAT AWAY than | got a five hundred dollar SCORE! 


If this seems confusing, it is probably caused by the capitolized words. 
PART ONE will simplify such meanings. Ex.: An Agent is the operator of 
a rigged game. To fully comprehend this conversation, read on! 


—— 2 “a wen T 
Mas TICKETS ‘Il 


i a> a 
Pa} 
eS ait 


DA A Wea ran Hi a 


Welcome to the magic of the fair and carnivals of America! But now lets take a 
look behind the glitter, the lights and learn some ‘‘carnival talk’. 
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TERMINOLOGY 
A 


AB — The Amusement Business magazine is such an integral tool to a 
carny that it is referred to as the “Carny Bible”’” This publication is the 
Los Angeles Times to the carnival industry, keeping the carny abreast of 
the latest news, births, deaths, gossip, and a complete section of classified 
ads. The AB can be found in many bookstores and most public libraries. 
It would be very helpful to obtain a copy the week prior to visiting a 
carnival for many times, after the slang is interpreted, it will reveal what 
type operator can be expected. 

Ex: If the particular carnival is advertising such things as AGENT, ALIBI, 
or FLAT STORE, be extremely careful during the visit, for these terms are 
associated with rigged games! 


ABA — One of the reasons the carnival industry has remained so secretive 
is the myth of a nickle and dime operation. This myth is monetarily 
beneficial to the carnival industry generally and is further perpetuated 
by the fact that only a small portion of the actual revenues are ever 
accounted for. Although the incentive to beat the Internal Revenue Service 
is quite appealing it presents a rather difficult problem,and that is, what 
to do with the large sums of cash compiled during the season. A bank 
account is out of the question for banks keep records and carrying 
sometimes thousands of dollars nightly presents an even greater problem. 
You see, some carnies have no qualms about ripping off a fellow carny. 
The most common solution is to purchase traveler’s checks, called ABA’s, 
and to further thwart the effort to determine a true income, the ABA‘s 
are purchased in the phony name on the always available fake driver's 
license. 


ACE — A dollar. 
AD — Just like in the local newspaper, a carny runs an AD in the AB. 


ADVANCE MAN — This employee holds the responsibility of going ahead 
of the show to arrange for such things as the location, business license, 
advertising, etc., for the next engagement. If possible a sponsor is sought 
out, such as the Jaycees or American Legion, for such a prominent group 
can usually be talked into furnishing the above necessities for a percentage 
of the carnival take. Such an arrangement is even more important for a 
show carring rigged games because with a prominent sponsor not only 
endorsing the activities but also having a vested interest in the gross, the 
chances of a disgruntled Chief of Police or Sheriff sticking his nose in 
is greatly reduced. The Advance Man has to possess a high degree of 
salesmanship because his spiel in selling a sponsor can sometimes mean 
the difference between a mediocre profit and a healthy one. If he can 
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convince the sponsor to take care of the bulk of the advertising, the 


carnival is already far ahead of the game, not counting the added 
influence to divert a nosey lawman. Although it is usually handled by 
another employee, when the need arises, it is also this person’s job to pay 


off a local Chief of Police or Sheriff to allow the carnival’s rigged games 
to operate, (A further explanation of such bribing can be found under 
FIXER.) 


AFRICAN DIP — A game that, although it issues no prize, is one of the 
most popular. The customer throws baseballs at a target protruding from 
a cage with a heckler perched inside. A good hit gives the player the 
satisfaction of seeing the insult tosser dropped into a tank of water. The 
name AFRICAN DIP comes from its early years when a black man was 
perched inside. During that era the majority of carnival visitors were whites 
and the opportunity of putting an uppity black in his place was quite 
appealing. Today’s version is referred to as a BOZO, with the prejudice 
being replaced by the acceptable appearance of a clown, but the barrage 
of insults directed at a player is still the key to its popularity. 


AGENT — The smooth talker that works a rigged game. A good Agent 
can be listed among the elite super salesmen to be found in any field. 
Cars, vacuum cleaners or wheeling land dealers, I’Il put a Carny Agent 
against them anytime. Just think about it for a minute. If an Agent can 
sell a two dollar teddy bear for two hundred bucks, can you imagine what 
he could do with a legitimate product? The life of an Agent can sometimes 
be hectic, for in a State Fair he has to endure a grueling schedule. (Getting 
up at seven a.m. to have time to clean up and have breakfast before the 
start of business at nine, working twelve hours, and hopefully getting in 
bed by two a.m. so he can repeat the process again. This goes on for ten 
days straight and if he doesn’t party much, he can afford the luxury of 
averaging maybe five hours sleep a night.) The worst part of working such 
an engagement is that the Agent is only as good as his wit used to con 
player after player. I’ve worked more of these Fairs than | care to remember 
and believe me, after about the fourth day, it’s hard to be witty. 


The plus side to such a grind is the steady flow of potential customers, 
which makes it almost impossible for an Agent not to make at least two 
hundred a day. That's right, two hundred dollars a day. You see, an AGENT 
is paid half of what he brings in, so with attendances of usually over a 
hundred thousand a day, all he has to catch is twenty customers for twenty 
bucks a piece and he’s made himself two hundred, all tax free. The most 
| ever made in one day at such an engagement was a little over thirteen 
hundred, and that wasn’t my gross, that was my pay. The most | ever made 
for a ten day run was forty-one hundred and some change, and that was 
after expenses. 


The most | ever took from one player was twenty-seven hundred and 


fifty dollars and believe me, he was no dunce. At least you don’t think 
of an Air Force Colonel as a dunce, do you? Such a player is a key person 
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to a good Agent, for although a grown man of any calibre is fair game, 
a good Agent seeks out professional people. These key persons are the 
ones who have the money and the guy who has money is the one less 
likely to feel the loss. An Agent knows that a laborer bringing home a 
hundred and fifty bucks a week to feed a wife and four kids is no bargain. 
Even if he drops a third of it at a chance for a prize, the changes are that 
when the game is over, the shocking reality that the payment for his two 
month light bill is inside the booth more times than not causes trouble. 

| saw an Agent get caught in a similar situation in Philadelphia over 
thirty bucks. Not only did he wind up giving it back but the player kept 
him tied up for an hour. During that hour | caught a bonafide player for 
eight hundred and the Agent next to me beat one for over four thousand! 
Now you must understand that catching such players is rare, but these 
were gamblers on their way to the track behind the booth and to get there 
they had to get by us first. 

Anyway, the point is that the Agent messing around with a player he 
knew couldn't afford to lose, wound up with zilch, while me and the other 
Agent made a good day’s pay in the same amount of time. An Agent can 
sense money in a player and if he can ever get him to play one time, the 
guy who thinks he’s too smart to be taken is usually the one who winds 
up making the payments on the Agent's Eldorado. A clever Agent is like 
a good actor and usually just as temperamental, but game owners grin 
and bear it because they know at the end of the night they can usually 
county on a hefty profit. 

An ideal situation for an Agent is a military payday, especially where 
there is a large turn-over in personnel, for these guys have a pocket full 
of back pay. Not having any place to spend it, or wanting to take a favorite 
girl a stuffed toy, makes them ideal targets. I’ve worked paydays where 
for two days it was like shooting fish in a barrel. Yes, experienced and 
clever Agents are in a class of their own, somewhat certified by the dubious 
names stuck on them. I’ve known Agents named Steve the Puke, George 
the Worm, Baldy, Buttermilk, Crazy Dave, No-shoes Red, Lavendar Kid, 
Bloodtest Dave, and Bucket Red to name a few, and even though each 
is as different as his unique title, the one thing the majority of Agents 
have in common is an “easy come, easy go” philosphy. This is why an 
Agent can make maybe thirty grand for the season and wind up broke. 


But an Agent has to be resourceful for after all, a guy has to live in 
the winter, too. Since most carnivals are closed between December and 
March the obvious place to light is a set-up like the pecan stands that 
were once so prevalent in southeast Georgia. A tourist stopping for a bag 
of nuts would be greeted by a smiling Agent offering him a free game 
which the tourist was “entitled to” because of a purchase. It took a 
concerted effort by State and Federal agents to crack the operation, but 
not before compiling stacks of complaints such as the one where a 
vacationing victim was taken for forty-one hundred dollars! 

Another favorite was the nudi bars in Charleston, South Carolina where 
the targets were military personnel. To be admitted an ID card had to be 
flashed and the first thing to greet a potential victim in the bar was nude 
female who quite often was the wife of the smiling AGENT offering the 
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victim a free chance on his game to win the lady a bottle of champagne. 
So you see, an Agent can be very resourceful. 


Now, you may have noticed that I refer to Agents as “he” This is because 
in fifteen years | have seen less than a half dozen female Agents. It’s hard 
to get a man to work the same booth with a female for obvious reasons. 
If the rules are followed, (only men over eighteen are to be called in), 
who do you think they would rather do business with? | heard a male 
Agent complain one time that the female working beside him was getting 


all the business. While she was busy with a player the others wanting to 
play, politely let him know they would wait for her to wait on them. | 
can understand his frustration for | made the mistake of working a spot 
with a particular female Agent and there was no way | could compete. 
It wasn’t that she was superior, more clever or trickier, but that she had 
a natural edge. During the process of the game she would surreptitiously 
allow her customer to fondle a breast, and even though the tactic was 
annoying to me, | must admit that the sight of a poor slob trying to dig 
a wallet from his back pocket with one hand, while not wanting to turn 
loose of the soft flesh with the other, was quite humorous. But humor 
doesn't pay the motel bill, and after the other two men and myself working 
the booth discovered the camouflaged incentive the teaser wasn't invited 
to the next spot. 


Yes, an AGENT is a special breed that can always turn a dollar, so if 
you ever pull into a truckstop parking lot and a smiling gentleman offers 
a free chance at a new set of Radials, take my advice and don't even glance 
at the strange looking game device on the trunk of his car, especially in 
the winter. 


ALIBI — The excuse offered a player to void a legitimate win. The most 
common ALIBI is to tell the player he went over the foul line, but if it 
takes the ALIBI of saying the player held his tongue wrong, or that he 
stood on the wrong foot, you can believe that the Agent will find some 
excuse to keep from paying off. 


ALIBI AGENT — The quick thinking Agent who is always ready to show 
a player what he did wrong. 


ALIBI GAME — Rigged games where sometimes, through a malfunction 
by either the agent or the device that controls the outcome, an alibi has 
to be used to avoid issuing a choice prize. The most common ALIBI GAME 
is the BUSHEL BASKETS where the idea is to toss softballs into a peach 
basket. If the balls stay in, a choice prize is supposed to be awarded and, 
even though the chances of this occurring are next to impossible, on a 
rare occasion a player will beat the odds. But to his dismay he finds that 
he has violated one of the two built-in ALIBIS of “crossing the foul line” 
or “hitting the red rim’ on the outer edge of the basket first. 

This game will be explained in detail in the GAME SECTION, but the 
point is if your hopes of winning were ever snuffed by such a remark as 
“Sorry, pal, but you did it wrong/’ the chances are you were playing an 
ALIBI GAME! 


ALIBI KOOK — An Agent that works nothing but Alibi Games. There could 
be several reasons for this preference. First, some Agents just like this 
particular type of game. Another reason is they don’t have what it takes 
to work the more sophisticated games, and since Alibi games are allowed 
to play to teenagers, some Agents feel more at ease robbing a player under 
eighteen. 


ARCADE — A large tent that houses a variety of coin operated game 
machines. A substantial investment, but very profitable to the owner. 
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BACK END — A carnival Midway is divided into two sections. The area 
housing the majority of rides, side shows, and family type attractions such 
as the freak shows, glass and spook houses, etc., is called the BACK END. 
The rent for these attractions is based on a percentage of the gross and 
can vary from a fourth to sometimes more than half. Since this section 
is the most popular for a carnival patron it is placed to the rear for a 
reason. To get there, a customer must first run the gauntlet of games. It 
is ironic, but even though the BACK END is an important ally to the game 
operators, there is no love lost between the two. A small carnival owner 
may offer certain BACK END attractions such as a ‘keep what you take 
in’ proposition, knowing the empty gaps in the Midway will bring in more 
people. Usually the motive is greater than offering more entertainment, 
but rather to attract more potential victims for the rigged games of which 
he gets a percentage. The most popular attraction, aside from a giant ride, 
is an eye-poppin’ Girlie Show, for after all, if well stacked strippers can’t 
do the trick, then what can? 


BALLEY — The canvas front of a game counter. Another meaning is the 
free act outside a Back End attraction, of which the most popular is the 
Girl Show. Such a BALLEY gives a potential customer an idea of what 
he can expect for his money. 


BARKER — The person that entices customers to participate. Also known 
as a TALKER. 


BAT AWAY — When rigged games are in operation and there is no chance 
of agents being arrested, the orders are given to take a player’s money 
anyway possible, or to BAT AWAY. | have worked under such orders, and 
have seen agents literally reach into a player's wallet and take his money, 
knowing if the poor guy complains he has about as much chance of hitting 
the Irish Sweepstakes as he has of getting satisfaction from the uniformed 
cop standing close by. 


THE ONLY TIME THE ORDER TO BAT AWAY IS GIVEN IS WHEN THE 
POLICE HAVE BEEN PAID OFF. | remember working under such orders 
and watching dumbfounded as the agent next to me jumped over the 
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counter and directed his player’s attention to the Ferris Wheel turning 


nearby. With the sincerity of a Baptist Preacher he convinced the gullible 
player that he must be the luckiest man in the world because the player 
had hit the “super bonus,’ and that now when he won the next game he 


not only would get five hundred bucks, a color TV., a stereo, and a half 
dozen stuffed animals, but would get the Ferris Wheel as well! The Agent 
was so convincing that when the player finally stumbled away with the 


two small consolation prizes for his twelve hundred dollar loss HE 
ACTUALLY LOOKED RELIEVED, for his biggest concern, since it was 
explained that the Ride help wasn’t part of the deal, was how the hell 


he would get it home if he won it! | know it sounds unbelievable, but 
it really happened. The point is that when the orders are to BAT AWAY, 
an agent can offer the player the whole show for when the guy’s last dollar 
is in the agent’s moneybox, the agent can rest easy when he springs his 
alibi and tells the sucker to take a hike. 


BEAN — A dollar, or another term for Pep Bills, or Speed. The latter is 
a cherished item on a Midway not only because of the strain of the 
sometimes twelve hour days, but simply because some agents need a 
“crutch” before working. Also a BEAN can mean the difference when a 
Carny is faced with the unpleasant task of not only tearing down his 
equipment the final night of an engagement, but possibly having to drive 
five hundred miles without rest in order to get to the next spot on time. 
When supplies are scarce, | have seen a single BEAN go for as high as 
ten bucks a piece and the purchaser was glad to pay. One game owner 
| knew goes through a daily ritual of passing out a, BEAN to each of his 
agents before they start work, for he knows the “helper” will increase the 
motivation of his crew and therefore enhance the chances for a bigger 
gross for him. 


BEEF — A complaint from a customer which usually arises from the rigged 
games. 


BLANK — A bad day or engagement. Also when an agent figures a player 
isn’t worth bothering with. Ex: “What a BLANK that bum was. He looked 
like he had money, but all he had was three lousy bucks!” 


BLOW — To leave, as in “blow this spot’. Also when the device 
malfunctions that rigs a game or when a prize is given out to entice a 
crowd. 


BONUS — An important ploy. To entice a player to continue playing a 
rigged game, a BONUS is given. Ex: “Good for you, sir, you just hit a 
BONUS! Now you have something to play for, because now you not only 
get a big stuffed animal, but a hundred bucks of the boss’s money!’ A 
player winds up with a BONUS by the agent mis-calling a number or when 
a ring goes halfway over the block that has to be entirely encircled in 
order to win. Many a player would walk away after a couple of games 
without the added incentive of somehow hitting a “BONUS” 
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BOOST — To steal — Sometimes the big prizes in a game, such as TV's, 
are as hot as the famous potato and no one is ever the wiser, because 
the closest a player ever comes to them is the distance from his wallet 
and the display shelf inside the booth. 


BOOSTER — A person whose specialty is peddling stolen goods. Some 
Boosters specialize in such wares as jewelry, cars, dope, etc. Want a 
diamond ring worth two thousand for maybe five hundred? Want a new 
car delivered with papers for two thousand? Want Ups, Downs, Pot, Smack? 
These are but a few of the items readily available on many a carnival 
lot. This type of BOOSTER does nothing else but travel from carnival to 
carnival practicing this very profitable trade. Although not considered a 
professional, some carnies that travel with the same carnival do this as 
a side venture. More than one law enforcement official has made the 
statement that when a carnival is in town, the rate of burglaries is 
increased. No kidding! 


BR — The money an agent uses to help rob a player. As important a tool 
as the device which rigs the game, the scam is to make the player think 
that the big roll of bills being flashed by the agent will soon be his because 
of something he did during the process of the game. Ex: ‘Congratulations, 
sir, now when you win, you not only get... /’ All the time nothing but 
green is shoved in the player’s face. This not only starts the adrenalin 
flowing, but also serves as a diversion away from how the game might 
be rigged. Another meaning is one | learned the hard way. An exaggerated 
story is BR, and such a story got me into quite a jam. | was new to the 
business and overheard two carnies talking about an upcoming 
engagement. One agent was telling the other about the unbelievable 
amount of money he had made the year before, so gullible me quickly 
forgot about the spot | had intended to play and jumped across three 
states to what | knew would be instant wealth. Well, the big spot turned 
out to be a bonafide blank and | was lucky to make gas money. 


BREAK THE ICE — The first money brought in for the day. 


C 


CALL — The time the carnival opens for business. 


CANVAS JOINT — A game that is housed in a portable canvas and frame 
shack. It is set-up and torn down at each engagement. These hinged frames 
can vary in price from a thousand dollars for a fourteen footer, to over 
four thousand for a huge center stand. 


CARNIVAL — A dictionary describes a Carnival as a traveling show having 
Merry-Go-Rounds, Side Shows, etc. A true definition goes a little farther. 
Carnivals are broken down into three categories: Small, Intermediate, and 
Major. In the early years, a carnival was considered ‘big’ if it carried the 
three big rides: the Merry-Go-Round, the Whip, and the Ferris Wheel. 
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Some carnivals still carry such a sparse offering and are many times 
referred to as a’’Racket Show” simply because the majority of their profits 
are derived from the revenues of the rigged games. These small carnivals 
can usually be found in small county fairs and even more so in the local 
shopping center. 

Now don’t get me wrong, for even though a carnival is small it doesn’t 
necessarily have to be a Racket Show. 

As a matter of fact, if every carnival abided by the standards set by 
“Honest Homer’ Scott and his Georgia Amusement Co., and Lavoy Winton 
and the Cumberland Valley Show, there would be no problem, for these 
shows have built a good reputation by their year after year renewal of 
Fair dates, Other small carnivals cannot boast of such accomplishments 
and continuously prey on innocent victims and jeopardize the reputations 
of men like Honest Homer. 

Carnivals such as Mid South Shows (which was caught in the act on 
TV. by 60 Minutes), and Diamond State which was exposed by an Atlanta, 
Georgia TV. station... Intermediate carnivals are capable of competing 
for larger engagements and carry at least two spectacular rides such as 
a double Ferris Wheel. 

Of the intermediate carnivals, Johnny’s United and James H. Drew 
Shows are not only rapidly becoming major carnival size, but are also 
among the cleanest on the road. At one time, both shows carried a variety 
of rigged games, but no more. The turn-around on Johnny’s United can 
be attributed to its new owner, Arthur Lampkin. This is a smart 
businessman who realizes that a smile, rather than a frown on a customer's 
face, makes for a better profit. 


A major show is the huge multi-million dollar unit found at State Fairs. 
Among the cleanest is Gooding’s Million Dollar Midway and the James 
E. Strates Shows. 


CARNY — The name used for anyone associated with a carnival. 


CARNY WEDDING/DIVORCE — When two carnies wish to tie the knot 
they don’t call on a Preacher but on a Ferris Wheel operator. One turn 
around the wheel is all that’s needed to make them happy ever after. 
Divorce lawyers will cringe at the thought but, when the “happy ever after” 
is over, the couple once again call on the wheel man for a turn backwards 
and that is all that’s needed for a final decree. 


CARNY TALK — To prohibit outsiders from understanding what they are 
saying, carnies use either this type of vocabulary or a fast volley of “Pig 
Latin’. Ex.: ‘I speak carny talk’”” becomes iz-l-spiz-eak kiz-arny ti-alk. After 
all my years in the business | frequently found myself lost in such a 
conversation. 


CENTER JOINT — The games sprinkled down the middle of the Midway 
that usually cater to more than one player at a time. Most carnivals charge 
these games fifty percent more than the ones lined along the side. 


CHART — A conversion table to help victimize a player. The game may 
be called “PLAY FOOTBALL” or “SPEEDWAY”, but the rules are the same, 
and that is the player has to attain a certain score to win. Regardless of 
the game, if a CHART is used, WALK AWAY! 


CLERK — Although some agents are referred to as CLERKS, this term 
usually applies to the lesser skilled game operator whose main respon- 
sibility is to make change. A CLERK is found in legitimate games and 
receives twenty-five percent of what he brings in as pay. In some instances 
a Clerk can be associated with the myth that all carnies are bums. For 
instance, if a spot is bad an agent only has to catch a half dozen players 
for a hundred a piece to make himself a respectable three hundred for 
the week, but if a Clerk only has six players, and say they each played 
four games at fifty cents a game, the poor carny is faced with the cold 
reality of making three bucks for the week! And that’s if no ten percent 
is taken cut. Of course the thought of renting a room is out, so the Clerk 
must resort to the unpleasant routine of sleeping in the back of a game 
tent or the back seat of a car. After a few days of these accommodations, 
the poor carny fits the role of bum. 


On the other hand, a Clerk working a State Fair can make more than 
a top notch Agent. When a Clerk has the business, he can easily gross 
a thousand a day, of which he usually takes a hundred for his expenses. 
This leaves nine hundred, of which ten percent is deducted, leaving eight 
hundred-ten. A good owner will give the Clerk the ten for a tip, so when 
you count his two hundred pay, his tip, and his expenses, he has made 
three hundred plus for his efforts. Multiply that by ten days and three 
grand ain't too bad. 


COMMITTEE — The sponsor for a carnival event. | am a firm believer 
in a three bid system with the results made public after the awarding of 
the contract. Such a system would greatly reduce the under-the-table prac- 
tices which sometimes determine which carnival is extended the privilege 
of playing an engagement. This can best be summed up by the remark 
of a carnival owner. “It’s getting to the point that the envelope slid under 
the table has more in it than | get!’”” Not all COMMITTEES are on the 
take, but I’ve seen enough to know that it is a major problem. 


CONCESSION — The stands on a Midway. There are three types of Con- 
cessions — game, food, and straight sales. The first two speak for 
themselves and the third could be booths selling jewelry, souvenirs, etc. 


CONCESSIONAIRE — A game owner. Two of the largest and cleanest, 
as far as legitimate operations go, are Neal Carlin and ex-baseball star 
Dean Chance. 


CONCESSION MANAGER — The man in charge of all concessions on 
a Midway. An important title; his authority is overridden only by the car- 
nival owner. Among his duties are saying what concessions are booked, 
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what locations are given, acquiring off-duty police security, and resolv- 
ing any complaints arising from the concessions. This is a very profitable 
and respected position because the pay is usually half of the ten percent 
collected from the games. Thus a CONCESSION MANAGER on a major 
carnival can become quite wealthy in a few short years. 


ALIHOUGH THE DUTIES ARE BASICALLY THE SAME, A CONCES- 
SION MANAGER IS NOT TO BE CONFUSED WITH A “FIXER” OR 
“PATCH”. 


A CONCESSION MANAGER takes care of business in an aboveboard 
manner like Sam Sakelaris of the Strates Shows or Mike Thomas of the 
Drew Shows do, while a FIXER relies more on his expertise in bribing local 
authorities to look the other way when a customer complains of being 
ripped off. (To better understand the role of this individual, see FIXER.) 


COOKHOUSE — The place, which although it caters to the carnival visitor, 
is mostly for the carny, giving him discounted meals and usually credit 
for the ride help. The majority of COOKHOUSES are far from clean, and 


for that reason | was told to seek out “Committee” food stands. After 
viewing open food subjected to insects and dirt, coupled with the kind 
of help usually associated with a COOKHOUSE, | deemed this advice 
sound. Most of these employees are so underpaid that even the thought 
of a motel room with bathing facilities is out of the question. Such a worker 
is understandably less than enthusiastic about his job. After all, the hours 
are long, the pay is peanuts, and the breaks are short so, if such a worker 
fails to take the time to wash his hands after a quick trip to the bathroom, 
well — 


Another problem with some COOKHOUSES is that the owner is a Car- 
ny and most carnies have a certain amount of contempt for outsiders so 
the cheaper the supplies, the better. He could care less if the food is 
rewarmed day after day. | knew a COOKHOUSE owner who had a chimp 
and many nights the animal was left inside — so you can imagine the 
cleanliness of the operation. 

My advice is to buy your cotton candy on the Midway and find a ‘“com- 
mittee’ stand for your food. 


c/o POLICE DEPT — Many ads in the AB tell you to contact the show 
through the local police deparment in the town they are playing. Why 
are the local authorities so cooperative in acting as a messenger service? 
Well, what can | say? 


COP — When a rigged game malfunctions the agent says it COPPED. 
Another term is for a purchase. 


COP A FEEL — Unknown to many female fairgoers, while they are con- 
centrating on trying to win a game, the game operator is concentrating 
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on sneaking a feel. Some game counters are placed a certain height to 
make this easier. Just remember, girls, that when the smiling agent tells 
you to reach in as far as you can and “cheat a little’, he’s not doing it 
because he’s a nice guy. Such reaching usually results in a breast posi- 
tioned perfectly on the counter and if you glance down, the chances are 
that the agent’s up-turned palm is “helping” brace the soft flesh. 


COUNT STORE — A rigged game (See PART TWO, THE GAMES.) 


CRADLE — Some rigged games are manipulated by pushing a hidden 
pedal. This device is called a CRADLE. 


CUT IN — The act — or the fee — of the JUICE MAN who provides elec- 
trical power, as required, to all the units on the location. 


D 


DEALER — A carnival operator who works a percentage game, such as 
a dice table, is called a DEALER. Women are frequently used as DEALERS 
and receive a third of what they bring in, with another third going to the 
game owner and the rest to the carnival owner. 


DING — Expenses paid to operate, such as electricity, trash pick-up, etc. 
These are legitimate DINGS, but more and more, the poor concessionaire 
finds himself faced with paying, paying, paying — SUCH DINGS ARE IN 
NO WAY ATTRIBUTED TO THE TEN PERCENT OR ‘FIIX’ MONEY! 


DIRECT SALES — Merchandise concessions where a customer can buy 
a souvenir, jewelry, or other trinkets. 


DONIKER — A bathroom. 
DONIKER LOCATION — A bad spot (poor moneymaker) on the Midway. 
DOUBLE — Twenty dollars. 


DRAW — The money advanced nightly to the ride help. The DRAW is 
usually only five dollars a night because the majority of ride help love 
to drink. With a bigger DRAW the carnival owner might find himself with 
the headache of either hung-over or no-show operators at ‘‘call’”. 


DUKE — When a player is enticed by an outside Carny to an Agent to 
play a game. The person DUKING the player receives ten percent of what 
the agent takes the player for. 


DUCKET — Something used to help get a player into the game. It can 
be a free game card or a token souvenir such as the Indian trinkets pass- 
ed out at the entrance to the Midway of the Indian Celebration at 
Cherokee, NC. Regardless of its appearance, a DUCKET is merely a come- 
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on. ADUCKET can be an important ploy to an agent when he really takes 
a player. The disgruntled player is DUKED to the Girl Show and when 
the ticket-taker sees the DUCKET he knows what has happened and what 
must be done to cool him off. What better way than to make sure the 
cooperative girls give him a little extra attention? After the ““mooch’ is 
satisfied and has left, the DUCKET is taken back to the agent along with 
the bill for “Services Rendered”. And you know what? I’ve never seen an 
agent complain about one of those bills. 


DUKE SHOT — The way an agent allows a customer to win, either by 
slight of hand or activating the device that controls the game. 


E 


END — The amount of the gross a game operator gets for his pay. 


EMBY — A term used for a gullible player. 


F 


FAIRBANK — The ploy used by an agent to give the player a token sum 
of money to keep him in the game. 


FEATURE — The rigged game an agent works best. 


FENCE TO FENCE — When a carnival controls the entire activities at an 
engagement. There are both good and bad points to such an arrangement. 
To an Independent it means having to pay whatever price the carnival 


owner demands for space, but on the other hand, the Concession Manager 
can control the activities that occur at all the games. 


FIN — Five dollars. 


FINAL CURTAIN — When an outsider dies, it is announced in the local 
paper under obituaries. When a Carny dies it is announced in the AB under 
FINAL CURTAIN. 


FIX — To pay off the local authorities. 


FIXER — The Concession Manager on a Racket show. His primary duties 
are to fix the local cops and to hold as much of a player’s losses as he 
can when a customer realizes he’s been had. The role of a FIXER takes 
a special breed for not many people will walk into a lawman’s office and 
offer him a bribe. Of course he does it in a way to make it appear to be 
a donation for the head man’s favorite charity, but both the FIXER and 
the one being fixed know what the ‘charity’ is. 
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A typical conversation between a FIXER and let’s say a small town 
sheriff would sound something like this. ‘I’m with a little carnival that 
will be here next week and we'll need a couple of your men to work off- 
duty security. Now we have some games that are tough but we don’t play 
to no kids. If a player feels he’s been cheated you tell your man to bring 
them to me and | will personally take care of the problem. By the way, 
sheriff, I’d like to donate this five hundred to your favorite charity” If the 
lawman takes the money the FIXER knows the rigged games will work 
with no problem, but if the sheriff refuses, he knows to either bring in 
only legitimate games or by-pass the town. But even if the sheriff wants 
to, there is no way he can nail the obvious briber because he has been 
smart enough to cover himself with the pretense of a “donation”. 


The trait of a good FIXER is also measured by his negotiations with 
a disgruntled player. His job is to hold down as much of the losings for 
the agent as possible. He may verbally blast the agent to make the player 
feel better or pretend to fire him, but it is all just an act. 


FLASH — The merchandise on display in a game booth. 


FLASH CLOTH — Colorful cloth drapes and counter covers used inside 
a booth for cosmetic purposes and, often, to hide the rigging and devices 
that control who wins. 


FLAT STORE — The most deadly group of rigged games. So-called because 
with these games, an agent can ‘flat out’’ rob a player. 


FLATTIE — The agent that works a FLAT STORE. These are the elite rigg- 
ed game operators who prey on players of obvious upper income levels 
such as doctors, lawyers, etc. a FLATTIE is one of the most sophisticated 
super salesmen in the world. | once saw a FLATTIE take a dentist for over 
four thousand dollars! A FLATTIE is well respected by his fellow carnies 
and is offered special treatment such as wc.king fewer hours than the 
rest of the game operators, having someone to put up and tear down their 
booth, and a Gopher, a person ready to run errands for him. Yes, the FLAT- 
TIE is the cream of the crop. 


FLOSS — Cotton candy. 


FOOTAGE — The frontal lineal space of concessions. A carnival owner 
charges a concessionaire so much a frontal foot for rent. This FOOTAGE 
can vary in price depending on the engagement, rising to a hundred dollars 
a foot. If a concessionaire books five games that total sixty-five feet, he 
might owe the carnival owner as much as sixty-five hundred dollars, not 
counting the Dings, ten percent, fix money, etc. 


FORTY MILER — Someone new to the business or a carny that never ven- 
tures far from home. 
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FRONT END — That portion of a Midway that contains concessions. 
FUZZ The law 

G-TOP — A tent or trailer which caters exclusively to carnies. Regardless 
of the local ordinance, a carny can drink and gamble in this private club 
because the only outsiders invited in are friendly guests such as a spon- 
sor or local lawman. The owner of this portable crap game pays the car- 
nival owner a percentage of what he brings in for the right to operate. 
GAFF — The device that makes a game rigged. 


GEEK — A sideshow worker who takes on the appearance of a wild man 
or a human freak, while sometimes bedded in a pit of snakes. In the car- 
ny social structure the GEEK is under the last rung on the ladder. 


GIG — The process used by an agent to get all a player’s money on one 
try. The step by step process of beating a player is considered a work of 
art and a good agent prides himself with this skill, therefore the practice 
of GIGGING is frowned upon by these professionals 


GIG ARTIST — Agents who lack the finesse of beating a player without 
causing a complaint or an agent that simply enjoys GIGGING. If an agent 
is ever labeled a GIG ARTIST, it is hard for him to find work, except on 
the most frowned upon carnival operations. 


GIG SHOT — The manipulation by which an agent gigs a player. 
GLOMMING GEEK — Rare, if seen at all these days. A Geek that bites 
off the heads of live snakes and chickens as part of his act. A popular 
attraction in the early years of the business, it has dwindled to the point 
that in fifteen years | never saw a true GLOMMING GEEK. 

GRAB JOINT — An eating stand with no seats for the customers, thus 
you GRAB a purchase and leave, making room for the next customer — 


which is the idea behind it. 


GRIND SHOW — A Back End attraction with a steady barking to entice 
customers inside. 


GRIND STORE — Another name for a FLAT STORE. (See GAMES.) 


GROSS — The total amount of money taken in for the day. 
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HALF YARD — Fifty dollars. 
HANDLE — See GAFF. 


HANKY PANK — A game that can be won, although the prize issued is 
usually small, such as a plastic ring, etc. So even though a player usually 
wins every time, there is still some HANKY PANK as to the size of the 
prize. 


HOPPER — A variation of a FLAT STORE where the player scoops out 
numbered ping-pong balls suspended in air, thus the name HOPPER, 
because the balls “hop” around in the air. 


HEY RUBE — Trouble on a Midway. The historical call of a carny when 
he’s confronted with more trouble than he knows he can handle alone. 
A sort of “Mayday”. 


HYPE — When an agent asks a player for more money. 


ICE — See FIX. 


INDEPENDENT MIDWAY — The portion of an engagement not under 
the authority of the carnival. Due to the over-inflated rates of a carnival 
owner and the widespread practice of extorting ten percent of the gross, 
many carnies limit their business exclusively to INDEPENDENT MIDWAYS, 
finding that even though the volume of customers might be less, the 
reasonable rent makes for better profits. 


INDEPENDENT OPERATOR — A carny who owns his own equipment, 
booking it on various carnival Midways. Most concessions found on a 
Midway are independents, except for FLAT STORES, which are usually 
owned by the FIXER or carnival owner. 

AN INDEPENDENT OPERATOR, OWNING LEGITIMATE GAMES, VERY 
SELDOM BOOKS ON A RACKET SHOW. 


IN THE SADDLE — What a player reaches 99 yard while playing a FLAT 
STORE. (See FLAT STORE). 


J 


JACKPOT — A conversation between carnies is termed, cutting up 
JACKPOTS. 


JAM AUCTION — A concession that takes on the appearance of a 
medicine show where the Barker does various magic tricks to draw a 
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crowd. Once this is done, the show begins. First the JAMMER, as he is 
called, will pass out free products such as rain bonnets, ink pens, etc. The 
reason for this generosity is two fold. First, it relaxes the crowd, instilling 
the thought of getting something for nothing, and second; it gives an 
opening for the sales pitch. 

As the eager hands grasp at the trinkets, the JAMMER begins. “Ladies 
and gentlemen, you might ask yourself how | can afford to give these 
gifts away. Well, the answer is simple. You see, | work for a major distributor 
who has decided to by-pass the outrageous costs of commercial advertising 
and offer you, the customer, the unbelievable savings. Now, how many 
of you bargain hunters have a dollar bill?” The “lucky” persons who pass 
up their dollar stand dumbfounded as the seller explains that the boxes 
being given to them contain a pen and pencil set worth $10.95. 

Such bargains continue until the final item, several large heavy cartons, 
are wheeled on stage, “Who in the audience will give me eighty dollars 
for what’s in this box?” The crowd grows silent, for even though the 
merchandise has so far been well worth the investment and the huge box 
before them is tempting, eighty dollars is eighty dollars. 

This is the finale - the moment of truth - and the time the JAMMER 
earns his pay. 

“Who will trust me for this unbelievable bargain? Who will be the lucky 
few to walk away with the buy of a lifetime?” Slowly the hands pop up 
and the money is collected. With perfect timing, the JAMMER rips away 
the carton, revealing a do-everything sewing machine with a lifetime 
guarantee. “The retail value? Over four hundred dollars!” 


Sure it is. And the price of gas is still thirty cents a gallon. 


The do-everything sewing machine might cost him twenty dollars. The 
pen and pencil set might cost a quarter. The chances of success with the 
“lifetime guarantee” are about the same as that of winning one of the 
rigged games! If ever confronted with a faulty purchase, the smiling 
JAMMER will be more than sympathetic, but he is just the promotions 
man, helpless to right the problem. 


MY ADVICE IS TO STAY FOR THE FREE ACT, BUT WHEN THE RAIN 
BONNETS ARE PULLED OUT, SEEK ANOTHER PART OF THE MIDWAY! 


JENNY — Another name for the Merry-Go-Round. 
JOINTEE — A Front End Operator. 


JUICE MAN — An Electrician; a very important employee. Without the 
JUICE MAN the engagement could not run smoothly. If you’ve ever been 
on a Midway when power was lost you probably shrugged it off as a 
temporary inconvenience. But to a Carny time is money and during the 
down time the JUICE MAN is the star performer. He is usually paid by 
collecting so much from each operator for “cut in”, or initial electrical 
hook-ups as needed. 


JUMP — The move in between engagements. 
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KB — When an Agent has to give a complaining customer his money back. 


KICK — A Carny keeps his money in his pocket or KICK. 


L 


LAY BEAR — | have seen women who would slap your tace when 
propositioned for money, but yet could be enticed into trading their bodies 
for a furry teddy bear. Such an exchange is quite acceptable to the Carny 
for the bear costs him three dollars at the most. Even if the negotiations 
wind up with a big stuffed dog the trade is still a sound one, for again 
the most it can cost him is fifteen bucks, and that’s not bad for a pretty 
female companion for the night. Thus, a Carny can get a LAY for a two 
dollar BEAR. 

The bad thing about this type of transaction is that many times the 
recipient is a gullible, wide-eyed teenage girl, who not only sees the chance 
to get a cherished souvenir, but who is helped in selecting her option by 
a professional con man. Just think about it for a minute. If a grown man 
has no chance with one of these pros, then what chance does an immature 
mind have? More times than | care to remember, I’ve witnessed a thirteen 
or fourteen year old girl being guided to a screened area behind a game 
booth by one of these perverts, whispering in her ear the promise of a 
(LAY) BEAR. THINK ABOUT THIS, PARENTS! 


LAYDOWN — The counters where a player places his wager. 

LAYING IT DOWN — Explaining the game to a player. 

LEFT HAND MIDWAY — Though most Midways are laid out to make the 
patrons walk to the right, sometimes, by just placing a ticketbox at a 
certain angle the Midway is turned from right to LEFT HAND. 

LEFT HAND SIDE — Since most customers walk to the right, the 
LEFTHAND SIDE is the most undesirable location, even though the rent 
is usually the same. Newcomers booking their concessions in a carnival 
usually are placed in this location and find themselves stuck getting last 
chance at a customer. 

LINE UP — The concessions along the side of the Midway. 

LIVE ONE — A player with a lot of money; or easy to beat. 


LOCATION — The space given out for a ride or concession. 


LOSUM GAME — Carny talk for lousy game, it means to end whatever 
is occurring at the time. Ex.: If an agent thinks a player might complain 
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or the player has already been beaten, he will tip off his co-worker by 
telling him, LOSUM GAME. The worker knows to immediately end the 
game 

LOT The Midway. 


LOT LICE — Customers who hang around the Midway spending nothing. 


LOT MAN The carnival employee who gives out concession locations. 
Concessionaires vying for a good location know the importance of winning 
over this man and usually friendships take a back seat to the “tip” offered 
for prime space. A LOT MAN on a big show can collect thousands of 
dollars in tips at one engagement such as a State Fair. 
M 

MB — Sometimes an agent will offer a player his MONEY BACK, along 
with the prize when he wins, to aid his chances of robbing him. This ploy 


is called MBing a player 

MAJOR — A medium sized ride such as a Merry-Go-Round or Ferris Wheel. 
MARK/MOOCH — A game customer or other outsider. 

MIDWAY — The combined carnival attractions. 


MITT CAMP — A Fortune Telling booth. Although some MITT CAMPS 
stick to a simple Fortune, others are as deadly as any rigged game. These 
are usually found on smaller Midways and are required to pay fix money 
to operate. The female Gypsy Reader sizes up the potential victim very 
carefully, favoring a man wearing a wedding band. When she is 
comfortable with her target, she nestles close, giving him the opportunity 
to see that she has nothing on under the loose fitting dress. She searches 
his eyes, making sure his attention is on the golden breasts jiggling in clear 
view and not on whether he will live to be a hundred. When she knows 
he has taken the bait, she begins. 

With the appearance of being in a trance her body begins to weave, 
and the top of her dress reveals even more. “Your problems are financial,” 
she moans. “! can feel it’” She moves even closer, causing her skirt to slide 
higher on her exposed thighs. “Your money is cursed, | must bless it.’ If 
she feels his total concentration is where she wants it to be, she will simply 
ask for his wallet, but if not she will take his hand and slide a sweaty 
palm to her breasts or up her bare legs. This is usually all that’s needed 
for the victim to hurriedly try to remove the billfold from his back pocket 
with one hand while not daring to disturb his other hand. 

A handkerchief is placed over the wallet and the gifted fingers quickly 
remove whatever amount she thinks she can get away with. A skilled Gypsy 
can do this before the customer can bat an eye and, after the transfer 
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is made, a few more squeezes and the frustrated mark is guided out, his 
wallet much lighter than the five dollar price of the Reading, which she 
was careful to collect up front. After all, she doesn’t want him poking 
around for money now. 

Chances are he will never think of his “blessed money”, only the thought 
of how close he came to scoring with the seductive Reader. But even if 
he does, well | remember a fellow who discovered outside the tent that 
he was forty dollars short and started screaming for a cop. The FIXER and 
two policemen were called to the booth, but the complaint was handled 
by the Reader’s father. “| want him arrested/’ he blurted. “My daughter 
says he play with her breast. She only fourteen!” The thought of going 
to jail for molesting a child quickly made the married mark remember 
he had spent the money somewhere else. 

Of course this is just a well used Fix and works just as well with a grown 
Reader. “My wife say he play with her!” If you think a fourteen year old 
doing such a thing is unbelievable, you must realize the Gypsy girls are 
taught such scams much earlier and have been sold into matrimony at 
the age of ten! 


MONEY STORE — A game that works strictly for money. 


MOOCH — A customer. Particularly a player whose anger at losing has 
been dissipated by a DUCKET trip to the Girlie Show. 


MUG JOINT — A concession that takes souvenir photos of carnival 
visitors. 


N 


NUT — Expenses of a carny or the rent paid to the office. 


O 


OATS — The money a carny steals from his boss. 


ORDERS — The rules a Fixer gives an Agent to work. If the spot is “fixed” 
the ORDERS are to Bat Away, but if not, Agents are told to take a little, 
and leave a little. 


OUTSIDE MAN — Some games require a carny on the OUTSIDE of the 
booth to work the device that rigs the game. 


OUTSIDER — Any person not in the carnival business. 


P 


PAPER — Posters advertising the carnival is coming. 


PATCH — See FIXER. 


PATCH MONEY — Each Agent working a rigged game pays the Fixer so 
much a night to assure their right to practice their trade without the worry 
of being arrested. The amount an Agent pays depends on how much the 
Fixer needs to arrange for this assurance plus, of course, his percentage. 
| have paid as little as three dollars and as much as fifty. 

PEEK STORE — A variation of a Flat Store. 


PERCENTAGE JOINT — Also called a PC JOINT, these are games that 
depend on a volume of players for their profits. 


PICKLED PUNK — A side show display of still-born infants in jars. 
PIG IRON — A ride. 
PLANT — The carnival generator, a self-contained power source. 


PLUSH — Stuffed animals such as teddy bears. 


POINTS — The percentage of the gross paid to the carnival office by 


concessionaires for the right to operate on the Midway. When POINTS 
are demanded by a carnival owner, it is little more than extortion, but 
the Independent has little choice. Either he pays or he goes elsewhere. 


Since most owners have followed suit with this policy, there is really but 
one option; he pays. The POINTS collected are usually split between the 
carnival owner and the concession manager. To the owner it is just 
unaccountable pocket money, but many times it means a salary to a Fixer. 


POPPER — A Popcorn Wagon. 


PRIVILEGE — The rent paid to operate. Most concessions are charged 
so much a frontal booth. Ex.: If a game measures twelve frontal feet, and 
his rent is two hundred and forty dollars, then the concessionaire knows 
the PRIVILEGE is twenty a foot. Such PRIVILEGE can vary from five to 
a hundred dollars a frontal foot. Some carnival owners charge concessions 
the same type PRIVILEGE as rides, side shows, and eating stands, and 
that is a percentage of the gross. 

An Independent ride owner sometimes is charged more than fifty 
percent and the only thing furnished by the carnival owner are the ride 
tickets! When the PRIVILEGE for games is based on percentage, the 
common rate is twenty-five percent for legitimate games and fifty-fifty 
for rigged games. 


PROPOSITION — A business deal usually offered an Independent to 
entice him to book with a certain carnival. 


PUNK — A child. 


PUNK RIDE — Children’s rides. 


PUNK ROBBER — An Agent that plays to children. 


R 


RACKET — Rigged games and other deceptions, such as JAM AUCTIONS 
and MITT CAMPS. 


RACKET SHOW — A carnival that carries ‘Rackets’; rigged games. 


RAG — A small stuffed prize in a plastic bag. The usual prize given. Large 
quantities are kept under the counter. 


RAG BAG — A small unkempt carival. 
RAG JOINT — A concession in a canvas booth. 
RAIL SHOW — A carnival that moves by train. 


READER — A phony driver's license. A popular item on any Midway, a 
READER usually costs twenty dolars, but it is a cheap investment for 
someone needing to change identities or unable to obtain his own. 


RED ONE — A good engagement. A money maker. 


REHASH — To replay a customer on the same game or recirculate used 
ride ticekts. 


REVUE — A Girl Show that features more entertainment than flesh. 


RIDE MAN/JOCK/MONKEY — Considered by many carnies to be the 
lowest position on a carnival Midway. Most RIDE MEN make below 
standard wages, sleep in trucks, and seldom have facilities to bathe, but 
still hold a reputation for being a ladies man. I’ve seen some beauties 
crawling from the possum belly of a ride truck, which prompted a joke 
among Agents, that women must be attracted to the smell of grease. 


Rides are a lot safer on the larger shows, not only because of the better 
pay, which attracts better help, but also these shows have a superintendent 
that oversees the RIDE MONKEYS. So the smaller the carnival, the more 
dangerous the rides may be. Without supervision, an overworked and 
underpaid RIDE MONKEY is more apt to cut corners. After all, what's a 
lost cotter key here and there? 


RIGHT HAND SIDE — The most sought after concession space on a 
Midway. 


ROUTE — The engagements played by a carnival. 
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SAWBUCK — Ten dollars. 
SCORE — When an Agent takes a player for more than a hundred dollars. 


SCREW — lo leave. Also a burglar device used to open vending machines. 
A side venture for some carnies, if your coke machine was ever pilfered 
while the carnival was in town, the chances are that the culprit was a 
carny doing a little moonlighting by working the SCREW. 


SCUFFLING — When business is bad. 


SEND MARK — When a MARK runs out of money while playing a game, 
an Agent will SEND him home for more. Ex.: “Put your initials on this 
score sheet, sir, and I'll hold the game while you step off for enough money 
to finish your game” 


SHOW — A carnival. 
SIGNIFY — The thing a carny would rather do than eat. Brag. 


SKILL GAME — Games where the player, through his own ability, can win 
a decent prize. 


SKIN SHOW — A Girl Show, not to be confused with a revue. Simply 
what it says; a show featuring a lot of skin. A good SKIN SHOW is a sought 
after attraction for a Racket Carnival, for the better the FIX, the wilder 
the show, often including complete nudity and a little body contact as 
the girls hover at the edge of the stage. A natural for drawing customers 
at such engagements as a military payday, it is also an important ally for 
a Fixer when he needs to entertain a committee member, police officers, 
or a disgruntled player. 


SLOUGH — Tear down. 

SLUM — Cheap prizes such as combs, whistles, plastic rings, etc. The price 
of a Slum can vary from a little over a dollar a gross to almost ten a gross 
wholesale. 


SPECTACULAR — A huge riding device such as a double Ferris Wheel. 


SPOOFER — The big stuffed dogs in a game. The price of SPOOFERS 
ranges from ten to fifteen dollars wholesale. 


STICK — A Carny that pretends to be an OUTSIDER and a winner. 
STILL DATE — An unscheduled engagement. 


STING — When an Agent beats a player for less than a hundred dollars. 
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STOCK — Prizes displayed all over the booth apparently to be won in 
a game. 


STORE — A booth operating a rigged game. 
SUCKER — An outsider. 


SUNDAY SCHOOL SHOW — A clean carnival operation. 


T 


TALKER — The person that entices customers inside a sideshow. Also 
known as a BARKER. 


TEN-IN-ONE — A sideshow offering a variety of different attractions. 


THROW OUT — The prize an agent sometimes “arranges” for a player 
to win to help bring in more customers. 


TIP — Steady or repeat customers at a game. 

TRAILER JOINT — A game housed in a portable trailer. Although less 
bothersome, compared to the labor of setting up and tearing down Rag 
Joints, it is much more expensive, costing roughly a hundred dollars a foot 


for the empty shell. 


TUB — A seat on a ride. 


U 


UNDER THE BLUE — Working rigged games with no Fix. 


Ww 


WALK IN — A player that comes into a game without being called. 


WHEEL — The Ferris Wheel or a type of game where the outcome is 
determined by the spinning of a WHEEL. 


WITH IT — The term used to let a fellow carny know you are in the 
carnival business. 


X 


X — When an operator purchases the exclusive rights to a game, ride, 
etc., on a Midway. 


Lf. 


YARD — A hundred dollars. 


YELLOW — A no-no color for an Agent working a joint. Carnies are very 
superstitious, and this along with eating peanuts under a game awning 
are but two of the things thought to bring nothing but bad luck! 


This is a game called push up, pull up bottle. It will fall under the category called 
““Alibi’’ games. What this couple and most people do not know is that coke bot- 
tles, beer bottles are weighted in one side near the bottom. So unless it is placed 
just right. . . your chances of winning are slim to none. It looks simple and most 
folks leave thinking they are not skilled because a fellow shows them how easy it 
is. He he neatly turned the weight of the bottle in his favor. See page 48. 
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PART TWO 
THE GAMES 


“Pick a lucky duck!’” — “Two in, wins!” — “High and dry!” — “Did 
you get your free game ticket?” 

Anyone visiting a carnival has heard such calls ringing from the game 
booths, but which ones should be answered? PART TWO will tell you. 


HANKY PANKS, SKILL, GROUP, PERCENTAGE, BUILD-UP, ALIBI, and 
FLAT STORE, these are the seven. But which ones to play? | know, and 
soon... so will you! 


HANKY PANK 


A favorite of the younger players, these are the games that usually offer 
“a prize everytime”. The only problem is that the prize more times than 
not turns out to be an attractive but cheap plastic spider or ring. For this 
reason these games are referred to as HANKY PANKS, for even though 
a player is assured of winning, the operator uses some HANKY PANKY 
to determine what prize is awarded. 


DUCK POND 


The DUCK POND has been one of the most popular games on the 
Midway for decades. For fifty cents the player picks a small wooden or 
plastic duck floating in a tank of water, hoping the choice is the “Lucky 
Duck” which wins a cuddly, attractive teddy bear. Most DUCK 
PONDS have anS, M, or L stamped on the bottom of the ducks, standing 
for small, medium, or large prize won. If an S is picked, the prize is a 
piece of SLUM such as a whistle or comb, costing the Carny maybe a 
nickel. An M offers a somewhat nicer prize such as a small stuffed snake. 
A medium-prize puts the operator out about fifteen cents. An L offers 
the “choice of the stand,” the top prize of which is usually the standard 
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stuffed toy found on a midway, a teddy bear. Such a prize is worth about 
two dollars to the operator. Sound like fun? It is, that is if the player doesn’t 
mind getting a cheap plastic comb, for the chances of getting the larger 
bright colored stuffed snake are almost nil, and getting the bear is little 
more than a mirage. 


You see, of the large group of little quackers circulating in the tank, 
there might be two that issue a medium prize. And the Lucky Ducky with 
the L on his belly? Well, an investigator wondered the same thing at the 
Muskogee, Oklahoma Fair and after his third visit decided the little rascal 
was just too elusive and closed the stand. It seems each time he asked 
the operator to pluck an L from the water, the lone winner had somehow 
managed to jump from the tank. Maybe it mistook the female clerk for 
its mommy, for it was nestled close at her feet. 


Leaving the ‘winner’ on the floor or in the change apron are two ways 
to keep the bear prizes gathering dust, but they also present a problem 
when a quick L has to be produced. The easiest way to avoid not only 
problems, but choice winners, is to place a Lucky Ducky with a magnet 
in its belly to the inside of the tank top, which is almost always metal. 
(SEE DIAGRAM.) This way, if questioned, the operator simply sticks a hand 
through one of the holes, pretending to shove the ducks toward the front, 
while plucking off the winner. Some concessionaires shy away from such 
shady methods and always give a player an honest chance at each prize 
displayed, but even if the prize is a cheap ring, just remember two things; 
that ring in a variety store would probably cost about the price of the 
game and to the little player it is just as cherished as the bear because 
the little tyke won it himself. Unfortunately, regardless of the legitimacy, 
anything with hidden numbers or designators is considered a game of 
chance and constitutes gambling. Too bad, kids. 


TAG BALLOON 


“Bust one you win’ comes the call of the operator. And for fifty cents 
a player can do just that. Behind each balloon is a tag reading S, M, or 
L, again standing for a small, medium, or large prize, but once again the 
big winner can turn out to be as elusive as the Duck. When asked to show 
a winner, the clerk takes a dart from the change apron, (along with an 
L tag), and pops a few balloons. When the tags are removed from the board 
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the palmed winner L tag is added to the group, and bingo, if only the player 
had hit that balloon! After the player is convinced, the S tags are returned 
to the board, and the dart, along with the L tag winner, to the concealment 
of the apron. Other ways to avoid a choice winner is to leave the L tag 
behind a balloon that has already been burst, or place it in a position 
that is shielded from the player. 


PITCH TIL YOU WIN 


Another favorite of the younger player, the game consists of tossing 
six inch wooden hoops at rows of various sized targets. If a small peg is 
ringed, the player is awarded whatever piece of SLUM is on it. The large 
blocks may offer certain prizes such as radios, watches, cash or the player's 
choice. The player continues throwing until a target is circles, but be ready 
for another cheap plastic comb for, in order to get a ring around a choice 
block, it must go on from the back first, and of course rebounds don't 
count! A lot of fun for the little guys, even if the winner is a toy spider, etc. 


CORK GALLERY 


A player purchases a certain number of cork stoppers which are placed 
one at a time in the end of an air rifle, and shot at various targets. Annie 
Oakley could have trouble with this one — but it’s fun trying. 


CIGARETTE JOINT 


For whatever price, three shots for a quarter, three for a half or whatever, 
the player takes aim with the cork gun at either real or candy cigarette 
packs, or boxes of matches. Not a “prize every time” game, the player 
is awarded whatever prize he knocks off the four inch shelf. Of course 
the real cigarettes are the prime target and therefore the clerk places them 
closer to the front so a direct hit will usually do little more than lay them 
down. Too bad, for to win the prize the pack must be knocked completely 
off! To further entice a player, a pack of cigarettes will be placed inside 
a plastic case with a dollar and sometimes five dollar bill wrapped around 
it. If you think winning a simple pack of smokes is hard, just wait till you 
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tackle this baby, for the added weight of the case and bill sends a cork 
flying like a speeding bullet off the chest of Superman! 


CUP JOINT 


Inside the bottom of the paper cups alined on the shelves are S, M, 
or L, which you are now familiar with. Again the price is either two shots 
for a quarter or three for fifty cents, with the object being to knock a 
cup off the shelf into the trough below. If this is accomplished, a prize 
is awarded, depending on the letter inside. Just hope the wind is blowing 
and you left your comb at home, for you guessed it. The cups are all S’s! 
Now just watch the operator make a liar out of me, by producing a winner. 
This can be done by simply knocking several cups by hand into the trough, 
(the bottom of which is concealed from the view of the player), and 
switching one of the S’s for an M or L that was already down there in 
the trough just for that purpose. See how easy it is to win if you just tried 
harder — and more often? 


TARGET JOINT ) 


The shots and price are the same, but the idea 
is simply to knock over a wooden target. The prize 
values are based on the same nagging S, M, and 
L. The base of the target, which is hidden from the 
player, gets longer with the quality of the prize. 
Thus, the short base of the S can be knocked over, 
the longer base of the M much more difficult, and 
the long base of the L will merely be slid back, 
even with a direct hit! Toy spider or comb time L 
again! 


PING-PONG BALLS 


Once again, for the similar price and shots mentioned above, the player 
takes aim, but this time the target is ping-pong balls resting on the mouth 
of coke bottles, and once again the player is faced with the dreaded fact 
of, not only more S, M, and Us, but the deceiving hidden trough for you 
know what! 


So — regardless of which type of CORK GALLERY is played, it’s a lot 
of fun to act like Dan’! Boone, and besides, it could save a romance. After 
all, no girl likes a fella with uncombed hair! 


NOTE: THE FACT THAT THE BEST PRIZE TO BE EXPECTED IS A CHEAP 
PIECE OF SLUM DOES NOT MEAN THAT THE OPERATOR HAS NO 
SCRUPLES. YOU WIN YOUR COMB FAIR AND SQUARE, WITHOUT THE 
RJFLE SIGHT BEING TAMPERED WITH! 
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APPLE DART 


A player purchases a dart and takes ait at a board filled with colored 
decals of apples. A hit in the red body of the fruit is rewarded with a piece 
of Slum, and a hit in the much smaller green stem wins a nicer prize, such 
as a medium snake. How do you win the teddy bears on display? You play 
till you can trade in three snakes, dummy! 


POSTER JOINT 


One of the best bets for a prize compatible to the investment. A 
player pays fifty cents fora dart and tries to hit one of the colorful 
posters tacked to a board. Of course there is space between the targets, 
which results in a loss, but there are also plenty of posters. Although the 
prize costs the operator less than a dime, the same poster can cost 
close to a dollar in a store, so shoot away! Oh, there is one thing — the 
nicer, felt posters scattered throughout the stand can only be obtained 
by trading in two of the others which you must win first — of course. 


SLUM SPINDLE 


A round board with pie-like sections is placed flat on the counter. Each 
section reads either Small, Medium, or Large, of which the large sections 
are not only scarce, but much thinner. Sometimes instead of reading 
SMALL the sections will be filled with Slum. The idea is to spin an arrow 
and hope the plastic tip winds up in a Large section. The chances of this 
happening are about the same as hitting the Irish Sweepstakes because 
the metal prongs dividing the sections are deceivingly different. While 
the arrow is spinning, the operator has a hidden device that is activated 
by pressing against it with his stomach. This motion raises the arrow slightly 
not enough to be detected, but enough to end the game in an ‘S’ section. 


STAR JOINT 


Three darts for fifty cents, and concentrate on hitting the sparsely 
scattered decals on the board. The decals are half inch colored stars, which 
determine the size prize awarded. Ex.: Three out of three wins choice, 
which is usually a stuffed animal costing the operator about six bucks. 

Not bad when you consider the same prize would cost over twenty in 
a store. Two out of three usually gets something like a snake, and one? 
Well, you needed to spruce up. A comb always comes in handy. 


MIRROR JOINT 


Fifty cents a dart, and if you hit a two inch star, a logoed mirror is the 
prize. A good game! 
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ROLL DOWN 


The idea is to roll six rubber balls down an inclined board into numbered 
slots ranging from one to six. A total score of 6, 7, 8, 9, 10, or a 32, 33, 
34, 35, 36 produces a choice winner. An 11, 12, 13, 14, 15, ora 2728, 29: 
30, 31 wins a medium, and you guessed it, anything between wins a small 
prize — a comb. The only problem is that the slots giving a 1, 2, 5 and 
6 are slanted in just slightly at the top, so when the balls make contact 
with the slanted opening, it usually rebounds the ball over to the wider 
openings of 3 and 4. And | thought you couldn’t add! A bunch of 3’s 
and 4’s total a SMALL, right? 

CAUTION: EVEN WITH SUCH ODDS, THIS GAME CAN ONLY BE 
CONSIDERED A HANKY PANK— IF ALL SIX BALLS ARE ROLLED ONE 


AT A TIME, IF THE OPERATOR GIVES YOU THE OPTION OF ROLLING 
ALL BALLS AT A TIME, EXCUSE YOURSELF AND GO GET A HOT DOG, 
FOR YOU CAN BET THE GAME WON'T STAY AT FIFTY CENTS FOR 
LONG! 


For further explanation of this type of ROLL DOWN, refer to the game 
category listed ALIBI or FLAT STORE. 


SKILL 


By far the best bet on the Midway is this group of games, not only 
because the end result is determined largely by the skill displayed by the 
participant, but more so because of the quality of prizes awarded. 


BOZO 


“High and dry’ comes the high pitched voice from inside the cage. “1 
don't believe it! Did any of your momma’s children live?” Such catcalls 
are what makes this attraction one of the most enjoyable games to be 
found on any Midway. And regardless of the myth that a hidden device 
controls whether a good hit on the target protruding from the cage sends 
the heckler into the tank of water below, it is one of the all-time favorites. 
So my advice is to invest a buck, and rare back! 


LONG RANGE SHOOTING GALLERY 


Although the prowess displayed with a .22 rifle is not rewarded with 
a prize, this is an enjoyable venture. You can feel pride fill your chest as 
the targets fall prey to your deadly aim, so lay down a buck and pick 
up a gun! Crooked sights and hidden devices to keep the targets from 
falling? Don’t listen to such babbling! Ready on the right... ready on 
the left... ready... 


HI-STRIKER 


Anyone trying to rig such a game is crazy! | mean, a player's ego is 
on the line when he clutches that hammer, and if all he accomplishes 
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is sending the metal cylinder sliding up the wire track to the mark labeled 
CREAM PUFF, there is no way the potential customers in the crowd will 
attempt the same embarrassment. No, the last thing a carny needs is a 
rigged HI-STRIKER. In fact, the ringing bell at the top is music to the 
operator's ears, for this gathers confidence in the weakened heroes 
watching closely. When the bell is rung, the prize is a cigar or straw hat 
that costs the carny about a nickle, so if every player turned out to be 
the local he-man, the operator could care less. He'll sell nickel cigars for 
half a buck all day long! 


LADDER CLIMB 


Like a BOZO or HI-STRIKER, this is not only a fun game to participate 
in but to watch as well. The idea is to climb an angled ladder and ring 
a bell at the top. Accomplish this and a nice prize is awarded. 

Oh, | forgot to mention one little thing. The ladder is attached at both 
ends by a swivel hook, which makes the feat about as easy as reaching 
the top of a well greased pole. But don’t worry, for the huge air pillow 
below makes sure that the only damage will be to your pride. Go ahead, 
mountain climber, the peak can be reached, just take your time and 
concentrate! 


MACHINE GUNS 


For fifty cents the player fires a hundred BB’s from a replica machine 
gun at a target. Shoot the red star out and a teddy bear is awarded. A 
fair and enjoyable game. Fire away, Machine Gun Kelly, but if you want 
to get the G-Man masquerading as a star, take my advice and shoot slowly, 
cutting around the outside of the red. Because — remember — all the 
red must be out! 


LONG RANGE FOOTBALL 


Plunk down fifty cents and act like Joe Namath. If you thread a pass 
through one of the tires some twenty feet away, you win! Just make sure 
you understand what you win, for sometimes the expected stuffed animal 
on the wall turns out to be a “Rag” prize concealed under the counter. 


LONG RANGE BASKETBALL 


Sink two-for-two regulation basketballs, into a regulation hoop, from 
the regulation distance of a free throw, and you win a nice stuffed animal 
along the line of a teddy bear. A carny that rigs this type of game doesn’t 
have sawdust in his veins, it’s in his brain. The game is hard enough as 
it is, and an occasional winner is well worth the loss, because it draws 
more players. But | guess some of that sawdust has indeed traveled north, 
for some operators stopp to such tactics as over-inflated balls, wrapping 
tape around the rim and the infamous trick that landed a carny in jail. 
It seems the hoope was two inches smaller than the ball! 
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TIP OVER COKE 


For fifty cents the player gets one shot at tipping over two coke bottles. 
This may sound easy, but the small rubber ball must be thrown under- 
handed. It can be done, but patience, concentration, and a perfect aim 
is needed to win a teddy bear. 


PUNK RACK 


The player stares first at the rows of small stuffed cats and then down 
to the three baseballs purchased for fifty cents. Watch this guy, baseball 
scouts, because if he walks away with a teddy bear, it means he has zeroed 
in on the fuzzy little strike zones three out of three times! 


NOTE: REMEMBER, IF YOU KNOCK OVER THREE OUT OF THREE 
CATS, YOU WIN A BEAR, IT’S THAT SIMPLE. NOT TWO OUT OF THREE, 
OR ONE OUT OF THREE, BUT THREE OUT OF THREE. IF YOU FALL 
SHORT, AND THE FRIENDLY OPERATOR OFFERS YOU A DEAL SUCH 
AS, “Too bad, sir, but I’ll make one for you. One more and you win a nice 
prize,’ GO GET ANOTHER HOT DOG, FOR YOU ARE ABOUT TO BE 
HUSTLED BY FAST TALK. (SEE BUILD UP) 


BREAK A PLATE/RECORD 


One throw is all you get for fifty cents. Break or chip two of the closely 
racked plates or records, and you win a nice stuffed toy. If the feat isn’t 
accomplished, blame your arm, for there is nothing wrong with the target! 


BREAK A BOTTLE 


Okay, Sandy Koufax, you've got one shot to rare back and show your 
stuff, and don’t worry about the beer bottle you're trying to break, it’s 
legit. If you miss, then what the heck. Everyone has an off-day, and the 
fifty cents was a reasonable investment for a chance at a teddy bear — 
and some clean fun. 


BEAN BAG 


What can | say? A player is given two bean bags for fifty cents. If the 
six coke cans stacked in a pyramid are spilled from their stand, a decent 
prize is awarded. It’s fun. But they all must be spilled. 


FISH UP BOTTLE 


Any fisherman can tell you the frustration of the ‘one that got away”, 
and a player of this game can well sympathize with this plight. The grip 
of the pole and the concentration may be the same, but that’s where the 
similarity ends, for a hook at the end of the line is replaced by a small 
plastic ring, and the gaping mouth of a prized bass is replaced by the 
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skinny neck of a beer bottle lying on its side. 

The object? Loop the ring around the neck of the bottle, and bring it 
from a lying position on its playform, to a standing position. Make it stand 
and a prize much better than a teddy bear is awarded, but let it fall and 
you join the ranks of a frustrated fisherman. 

The only rigging is the painstakingly slow procedure, but give it a try; 
it’s only fifty cents! 


SKEE BALL 


You get eight balls to roll down a lane and arc into numbered circles. 
The circles vary from numbers ten to fifty, with the prize awarded depen- 
ding on the total score. 

Take your time and concentrate, for the larger the number, the smaller 
the circle. 

The price is right, eight balls for a dime, but the bargain can be deceiv- 
ing, for coupons are distributed, and it takes quite a few dimes to get a 
decent prize. 


ONE BALL 


The most controversial skill game in the business. Why? Because the 
majority of ONE BALLS are worked in a shady fashion. And the thing is 
that, if worked legit, it is no easy task anyway. Just think about it. The 
player has one try to take a softball and spill three pyramided bottles 
from their stand. If the throw is weak or the hit is a fraction off-center, 
the player can forget it. 

If the game is worked legitimately, the bottles are lined flush, and are 
of equal weight. If not, one of the bottles is much heavier and placed 
slightly to the rear. 

Since the bottles are placed in a pyramid, and the heavy bottle is on 
the bottom and to the back, a good hit will catch the lighter bottles first, 
killing some of the velocity needed to knock over the heavy one. To show 
it can be done, the heavy bottle is placed on top, thus the ball spills the 
two light ones and the momentum carries the weighted one off. 
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GROUP 


Games where more than one player is involved in the competition. The 
majority of these games are legitimate, but unfortunately for the player, 
they are also termed illegal under the gambling statutes of most states. 
The law states that a wager placed on any game where anything of value 
is returned, and the player, through a degree of his own skill, has no con- 
trol in the outcome of the game, then that game constitutes gambling. 

| think such a law should be excluded from carnivals for not only do 
such games offer the lucky winner a nice prize for the wager, but the ex- 
citement of the competition is worth the price of the game. 


MOUSE GAME 


Since | said that some Group games can be rigged, we might as well 
take a look at those first. The game pictured below is one of these games. 
The object is to place a wager on either a color or number the player 
thinks the rodent will be attracted to. The prize awarded can either be 
a stuffed toy or cash, depending on how the Spot is Fixed. 


Look at the diagram above, and you will see that the mouse is heading 
for number 17, so if a player had placed a quarter on that number, he 
would win a stuffed animal worth about a buck-fifty to the carny. The 
game offers three counters with sixteen wagering spots on each, so if all 
the counters are full, there must be at least three winners each game. Since 
more than one person can bet on the same space, sometimes the wagers 
are heavy on a certain number. When this happens, especially when the 
game is played for money, the need arises for the operator to help the 
mouse make up its mind. | mean if the bulk of the money is placed on 
spaces giving a three to one return, there’s no sense taking a chance, so 
the operator tries to make sure the little devil goes where he wants it. 
How? With the handkerchief he pretends to cover an occasional cough 
with. He dips the cloth into a hidden dish of ammonia and as he spins 
the wheel, he rubs the scent of ammonia around the hole with the !east 
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amount of bets. To a mouse, the smell of ammonia holds a striking 
resemblance to cheese, so when it’s released, guess where it goes! 


DERBY 


Place your bets, ‘cause it’s off to the races! It costs a quarter to pick 
a nag and help him to the finish line by working the spring lever at your 
command. The faster you return the ball racing through the various slots 
in the pinball-like device before you, the faster your horse moves to the 
finish line. The prize for the victory is determined by the number of 
‘jockeys’ competing, but even if you finish dead last, the excitement is 
worth the two bits. 

NOTE: CONTRARY TO SOME OPINIONS, IN FIFTEEN YEARS I HAVE 
NEVER SEEN A RIGGED DERBY, SO STEP RIGHT UP IT’S POST TIME! 


WHEEL 


Bet some of you carnies gave a sigh of relief when | failed to mention 
this game as one that can be rigged. Well, | was just adding a little humor. 

The idea of this game is for the player to place a wager on the space 
on the counter that he thinks will match the one on the spinning wheel. 
Ex: If the player places a quarter on the color red and the arrow stops 
on red, he wins a stuffed animal comparable to the one issued in the 
mouse game, and if the wagers lean too heavily on a certain color, the 
operator has his own ‘helper’. Instead of an ammonia soaked rag, he has 
a delicate foot which contro!s a pedal, which controls where the wheel 
stops. 


BINGO 


Is there anyone who doesn’t know this universal game? It’s a sad thing 
but this is another so-called gambling game, and worse, it is one of the 
few enjoyments for the elderly fairgoer. | never could understand why 
BINGO can be played in the basement of a church for money, and not 
on a Midway for merchandise! Join forces, you gray foxes, and fight this 
injustice! Non-rigged and fun game. 


| GOT IT! 


A game similar to Bingo, the idea is to toss rubber balls into a tray filled 
with holes. The first player to line three in a row yells, ‘I got it!’”, and wins 
the game. The balls are thrown one at a time, at the command of the 
caller. “Throw ball one, throw ball two”, etc. The prize offered is once 
again determined by the number of players, but if a winner desires a certain 
prize he or she can be issued a coupon, and after a few more, “I got it’s!” 
the electric blanket on the top shelf is attainable. 

Many times, when Bingo is excluded, the steady ring of “I got it!’’ can 
be heard. And why not? This fun game appeals to all ages, and even with 
the minimum number of competitors, the prize is well worth the quarter 
investment. 
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HUFF ’N PUFF 


Similar to a Derby, the outcome of the race depends on the skill of 
ecah player in handling the plunger before him. The faster the plunger, 
the faster the horse or dog races to victory. Once again, the prize is 
determined by the number of racers, so when you see such a game, step 
up and invest a quarter. Who knows, you might be the one needed to win 
“choice of the stand!” 


WATER RACE 


Plunk down a quarter, pick out a water pistol, and take aim on the 
clown’s mouth before you, for when the game starts, the amount of water 
you direct in the target will determine how fast the balloon on the top 
of its head fills. The first player to bust his balloon is the winner. 


Nothing but fun, and rigged in no way! The only problem with this game 
is the smart bimbo who just can’t resist turning the water pistol on the 
operator. This is not only senseless and rude, but dangerous as well, for 
the operator is surrounded by electrical current, and the combination of 
water inside the booth could result in a fatal shock. 


Many fights have resulted between carnies and town marks over such 
a thing, and now maybe you can understand why. If you ever see this occur, 
go for a cop, because such a stunt can be dangerous to all participants. 
it can also kill business at that booth for several hours. The more players, 
the bigger the prize! 


CRAZY BALL 


Lay a quarter on one of the colored spots on the counter, and if the 
ball being tossed into the center tray lands in the same color, you are 
rewarded with a stuffed animal with a retail value of about forty times 
the investment! Since my campaign began, | have repeatedly stated that 
a CRAZY BALL is one of the best bets on any Midway to win a decent 
prize. 

If you think I’ve climbed on a stump to defend this game, you’re right! 
Certainly it can be determined as ‘gambling’ but such a gamble is what 
attracts millions to carnival games each year. 

| can’t see the reasoning for such things as the inspection by a so-called 
“carnival expert” of the games at the 1979 State Fair of Oklahoma in 
Oklahoma City. On this man’s so-called knowledge, the CRAZY BALL 
games were closed, and other games that were rigged were given the green 
light to operate! Such ‘knowledge’ really gives a player a chance. Well, 
Ill crawl off the stump and leave you with this advice. If you happen 
to see this game. | strongly urge you to play it! 


PERCENTAGE 


The games where the carny depends on a volume of business for a profit. 
Some percentage games can be summed up as nothing but flat out 
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gambling, where the only transaction is cash for cash, but many others 
are just as innocent as any Group game. These games are usually found 
in the huge center booths. These games are difficult to play but are the 
best bet for chances of winning a giant stuffed animal found on any 
Midway. 


DIGGERS 


We might as well start with the game that has drawn more criticism 
than any other. The DIGGERS, or Steam Shovel, as it is sometimes called, 
is not, | repeat, is not a rigged game! | do admit that at one time these 
simple games were one of the deadliest to be found on a carnival lot, 
but that was when the prizes below the searching claw were valuable items 
such as silver dollars and twenty dollar gold pieces. Today’s DIGGERS 
offer such values as Slum; pocket knives, and cigarette lighters, along with 
a choice token which if scooped up offers the player a prize worth, at 
the most, fifty cents to the carny. Quite an incentive to rob a player, 
wouldn't you say? 


The fact that the toy crane does have a set of gears which stops in 
various positions and prevents the arm from backing up, does not mean 
the game is rigged. The purpose of this mechanism is not to cheat, but 
rather to speed up the game. You must remember that the profits from 
this type of game depends ona volume of customers, and if a player was 
allowed to go at his own rate, the machine might be tied up for an hour or 
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more, for a thin dime. That's right, it costs a dime to play, so if the gears 
weren't in, the operator would soon be faced with bankruptcy. Can you 
imagine working a twelve hour day at a State Fair, and winding up with 
a dollar and twenty cents gross? 

No, DIGGER lovers, the cranes aren't rigged, but if you don’t believe 
me, just ask the carny kids on any Midway, for you see, it’s their favorite, 
too. And why not, for they win more choice prizes than they know what 
to do with! 


PENNY FALL/BULLDOZER 


You want to see a mechanical device that is deceiving? Just ask the 
State Attorney of Peoria County, Illinois, about this little jewel. A constantly 
sweeping arm pushes quarters or tokens toward a ledge, and the player 
is rewarded by receiving the ones pushed over the edge and into a return 
slot. Just one more quarter and the huge stack which seems to be teetering 
on the edge will be returned. 

Fat chance — for that is part of the deception. You see, those parciular 
stacks are carefully prearranged by the operator. Number one, the sight 
of them attracts and keeps a player going, but more importantly, their 
bulk forces the other stacks of items to the side and into the hidden slots 
which, by the way, return nothing to the player. Most carnies frown on 
the appearance of PENNY FALLS on a Midway for they know, as they put 
it, that they “suck up every quarter on the lot’’ It sounds unimportant 
but if you have spent all of your quarters at the PENNY FALL then the 
next game operator must make change for you. He makes money while 
a game is played — not replenishing your change. 

So if ‘one-armed bandits’ are your bag, then purchase a fist-full of 
quarters, and ‘throw’ them away. What the heck, the operator needs the 
money. After all, he’s got to pay someone to stack the quarters — which 
rigs this game. 

The BULLDOZER is the same game but, instead of an arm, the coins 
are pushed by a toy bulldozer. 


DICE TABLE 


Sound like gambling? It is, the Player places a wager on the throw of 
the dice. The bets are: over seven, under seven, and seven on the head. 
Ex: If a player lays a dollar on ‘under seven, and the dice comes up six, 
he is paid his dollar plus one from the dealer. The same process occurs 
if a winner bets ‘over’ and wins. If the gambler wants to be a high roller, 
he can bet on seven, which returns his wager plus double that amount 
from the dealer. Ah, what's a little innocent gambling at the County Fair? 


CHECKERBOARD DART 


A large board covered with red and white squares outlined in black 
is placed at the back of a Center Joint booth (see Terminology, Part 1). 
The players are given the opportunity to place a wager on the red, black 
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or white squares on one of the three counters. After all bets are down, 
the dealer picks a random player who throws a dart into the board. Red 
or white pays one for one and those daring to bet on the thin black lines 
are rewarded three for one. Nothing to it, just plunk down whatever 
amount you feel comfortbable with, and let lady luck do her thing! 


SPOT PITCH 


The player angles dimes at the elusive small red dots or Lucky Strike 
cigarette decals scattered on a large flat board. Although it takes a perfect 
pitch, the reward is worth it. After all, it takes a lot of dimes to buy a 
comparable prize in a retail store. Something like seven hundred and fifty 
dimes, as a matter of fact. 


NOTE: | HAVE HEARD STRANGE TALES OF THIS GAME BEING 
RIGGED. TALES SUCH AS GREASED BOARDS AND LAYERS OF 
UNDETECTABLE SHELLAC TO MAKE IT IMPOSSIBLE FOR A COIN TO 
STAY ON THE TARGET. THESE ARE JUST THAT, TALES. 


Certainly the boards are kept waxed, but the reason is to protect the 
expensive wood from the elements, and as for the shellac, well it does 
give the board a nice appearance. At least the carnies think so. That's 
the reason they use it. The only reason! 

The next time you see a player walking around with a huge stuffed 
animal, ask him where he won it. The chances are better than not he'll 
tell you tossing dimes on red dots at the SPOT PITCH booth. 


GOBLET/GLASS PITCH 


Buy a buck’s worth of ping-pong balls and try to arc them in a way 
that they stay in the drinking container of your choice. What you hit, is 
what you get. Sometimes, instead of ping-pong balls, the player tosses 
either nickels or dimes, but the end result is the same. A person can never 
have enough glasses or plates, can one? 


NOTE: ANOTHER ONE OF THOSE SO-CALLED ‘TALES’ IS THAT THE 
TARGETS ARE GREASED. NOW IN ALL HONESTY I’VE SEEN MANY A 
PLAYER AT THESE STANDS WITH A REAL DILEMMA. HOW TO GET THE 
DISHES, STACKED UP UNDER THEIR CHIN, HOME SAFE AND SOUND! 


PLATE PITCH 


The player tosses either dimes or quarters, depending on the prizes in 
the stand, at plates resting on the heads of large stuffed animals. If the 
coin stays on the plate a stuffed dog, sometimes costing the carny twenty 
bucks, is awarded. Sure, the game is made harder by the amount of space 
carefully set between the plates and the prizes hanging from the top of 
the booth. And, of course, a player can’t get the desired toss angle either, 
but think of the dilemma of the poor booth operator. The prizes are so 
big that to allow more space, the only solution would be to build a bigger 
and much taller joint. 
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MILK CAN GAME 


Most always a game housed in a center booth, this controversial game 
is one of the best bets for a game player to win a decent prize. The idea is 
simple. The player purchases either one rubber-coated softball for 50¢, or 
sometimes three for a dollar. Centered inside the booth are several dairy 
milk cans with what | am the first to admit have a smaller opening than 
normal. If the player tosses one of the balls into the opening, he wins 
choice of the stand; it’s that simple. As long as there is sufficient clearance 
from the top of the can, to the bottom of the prizes being displayed over- 
head (30’’), and the opening is large enough that when a regulation soft- 
ball is placed to any side of the opening and there is enough clearance 
left to where a penny can be placed between the side of the ball and the 
existing space to the edge of the can; this game is not only a more than le- 
gitimate opportunity for the player, but one that should be endorsed 
heartedly by every knowledgeable carnival expert! 

NOTE: The using of rubber-coated balls have been rumored by some 
uniformed individuals as a ploy by the game operators to 
make this game deceitful. This is totally untrue. Carnies work 
outside and therefore subjected to various weather condi- 
tions. The use of rubber-coated balls are in fact an aid to the 
game player. Just think about trying to use a regulation ball 
that has been sloshed around in the rain and mud. Can you 
imagine trying to sink an egg-shaped ball into the opening? 
This is one softball game that | strongly endorse! 


GOLD FISH JOINT 


Toss a ping-pong ball into one of the many small bowls, and you win 
a finny friend. The only thing wrong with this game is that the player is 
usually under the impression that the attractive bowl comes with the 
inhabitant. No way; but the operator will keep your new pet till you’re 
ready to leave and even wave good-bye to his loss as you lug it away in 
the nifty little plastic bag. 


RING A COKE 


| hate to disagree with a computer, especially one belonging to the FBI, 
but it’s estimation of this game is a bunch of electronic mumbo-jumbo! 
The computer says the odds of this game are too high against the player. 
The computer says that one of the small plastic rings will land around 
the neck of a large coke bottle every six hundred throws. Well, this may 
be so, but let’s look at the other side of statistics. 

A player is given three rings for fifty cents or seven for a dollar. If one 
of the rings lands around the neck of one of the many targets, the player 
is given a giant stuffed animal that costs the operator at least thirty-five 
dollars. So using the computer as a scale, the prizes should average out 
to a hundred dollar gross, and keep in mind | said gross. The concessionaire 
winds up with sixty-five dollars after paying for the stock. Of this he must 
pay his overhead, such as help, rent, ten points, etc. I’d like to see the 
read out that tells the carny’s profit! But | can’t see this six hundred to 
one philosophy, for too many times I’ve seen a player invest fifty cents 
and grunt away struggling with the “life sized’ animal. 

Now a bright idea sprung up at the Tulsa, Oklahoma Fair in 1979. Why 
not reduce such high odds by making the carnies place wooden stobs in 
the bottle necks? Well, it changed the odds all right, but it also changed 
the attitude of the players when they discovered the giant prizes greatly 
reduced in size. | guess a concessionaire is supposed to figure out a way 
to issue a thirty-five dollar prize for every thirty-five dollars he brings in. 
Remember the old saying: you get what you pay for! I’ve seen sucha game 
start the day with approximately a hundred of these huge critters, and 
at the end of the night have maybe a handful left. Now my math isn’t 
all that good, but if the stand loses, say ninety, and we go by the computer, 
that means fifty-four thousand rings have been thrown, approximately 
seventy-seven hundred dollars brought in and thirty-one hundred and fifty 
dollars in prizes distributed. Hmm, that’s an interesting calculation, for 
unless | need to go back to grammar school, seventy-seven into thirty- 
one comes out to about a forty percent stock average. Not bad, now if 
you consider the gross against the retail value of the prizes. Well, I’Il be 
darned, where can | find a RING A COKE! 


BEAR HOOPLA 


Take your pick, three for fifty cents or seven for a dollar. Toss the large 
wooden ring around the stuffed animal tied to the stob — and you lose! 
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You see, the idea is to completely circle the base of the stob. Do this and 
you win a stuffed animal identical to the one on the stob. Sure the 
clearance is close, but there are a lot of winners. What do you want for 
fifty cents, a comb? 


BUILD UP 
The games where a player must trade in a prize to achieve a bigger one. 


Now there is nothing wrong with this, that is unless the posted rules 
or the Agent forget to mention it. In other words, if a player walks up, 
sees nothing but stuffed animals, plunks down the price of a game, wins, 
and finds to his dismay that the prize for a ‘first’ win is the small RAG 
being pulled from under the counter, I’d say that might be considered 
as somewhat deceiving! But hold on a minute because that deception 
is the least of the player’s worries. 

If the game is being run “Coney Island Style” the customer better hold 
on to his wallet! You see, a game run this way can milk a player as fast 
as a Mitt Camp, because the agent is an expert at fast talk. “You made 
one, sir, I‘Il make one for you. Make one more and you get a bigger prize. 
Don't worry about paying me now, | trust you, pay me when it’s over!”’ 
The agent keeps a ball or dart in the player’s hand at all times, repeating, 
‘one more, one more, pay men when it’s over!” The only problem is that 
when it’s over, the player is shocked to discover that he owes for forty 
games at fifty cents a piece! If a player pays as he goes, and fully 
understands what he is paying for, there would be no concern with BUILD 
UPS! 


BUST THREE BALLOONS 


The minute the player purchases the three darts for fifty cents, the game 
should be confusing. | mean there’s two sizes of balloons on the board. 
The majority are average inflated, except for the single row of under- 
inflated ones in a single row across the top. If this doesn’t confuse tie 
player, then the wide variety of prizes should. What do you have to do 
to win which prize? Don’t you worry about a thing for the fast talking 
agent will make such decisions minor ones. 


NOTE: IF YOU PLAY THIS GAME BE SURE YOU UNDERSTAND WHAT 
YOU’RE PLAYING FOR, AND NEVER WAIT TO PAY WHEN YOU’RE 
FINISHED! PAY AS YOU GO AND YOU WON'T OWE ANYTHING WHEN 
YOU FINISH. 


MINI BASKETBALL/FOOTBALL/DONIKER JOINT 


Regardless of whether it might be throwing basketballs through the 
hoop, footballs through a tire, or rolls of toilet paper through a toilet seat, 
the targets are close for one reason, and that is to make it easy to “BUILD 
YOU UP!” Be careful and go slow! 


PUNK RACK 


Unfortunately this ‘skill’ game is sometimes worked as a “You Made 
one, Ill make one for you” scam. If you hear this and want to show off 
your arm, go find a Break a Bottle or Bozo instead. 


ALIBI GAMES 


Rigged games that sometimes malfunction, causing the agent to use 
a safety valve to avoid issuing a choice prize. If you’ve ever heard a 
consoling, “Sorry pal, but you went over the foul line’ the chances are 
that you were the victim of an ALIBI GAME. You got it, the agent is always 
ready with an “Alibi” if need be. 

Although there are sophisticated rigged games, there are none as deadly. 
If you don’t believe me, just ask the Investigative Reporter who lost a 
hundred and thirty dollars in about ten minutes on one of these games 
at the 1978 Oklahoma State Fair in Oklahoma City, or the Georgia State 
Senator who witnessed four young girls, of which the youngest was eight, 
get taken in a matter of minutes! 


NAIL JOINT 


A favorite for players in the building trade, the idea is to take a hammer 
and with three single hits, drive and seat three nails into a railroad tie. 

How can a professional carpenter miss? It’s easy. You see, inside the 
operator’s change apron where the nails are kept is a hidden pouch. This 
is where special nails are kept. 

Since the nails must be driven completely into the tie to win and any 
one of the three nails being bent results in a loser, then it would make 
sense to the operator to have at least one nail that is soft in the middle 
used by the player. And now you know what a “special nail’ is. 


BUSHEL BASKETS 


The most common Alibi game. The idea is for the player to toss softballs 
into a BUSHEL BASKET. The rules are simple: If the balls stay in, the player 
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wins. If they bounce out the player loses. 

The player is usually enticed to play by the offer of a free practice shot. 
The problem is that the operator demonstrates how easy it is by lobbing 
a ball into the basket from inside the booth which is considerably less 
distance than the one offered the potential customer. From this short 
distance the ball will stay in the basket. “Take a practice shot” the operator 
will coax. The majority of the time the player will be amazed at how easy 
he can make his free practice shot — and equally amazed at how easily 
the ball bounces out once he has paid. 

How can this happen? When the operator tosses the ball from the shorter 
distance he leaves the ball in the basket, thus killing the bounce which 
causes a ball to rebound out of the basket. The basket is now “dead” 
and the free practice ball tossed by the player from the longer distance 
will stay inside. But once the money is collected both balls are removed 
and, from the distance of the player, the balls will bounce out. 

RED RIM — Sometimes the steady bouncing of balls against the flimsy 
slats of the basket will crack or deaden them and the balls will stay in. 
When this happens the operator uses the ‘Alibi’ that the player hit the 
red painted rim around the outside of the basket, and of course the sign 
posted conveniently states that rim shots don’t count. 

THE FOUL LINE — You'd be surprised at how many winners are shocked 
to find out the win was voided by going over the foul line. 

INSPECTION — There are three ways the operator can make this game 
pass an inspection to operate: 1) By leaving a ball in the basket and giving 
the inspector a practice shot; 2) By changing the angle of the basket. (See 
diagram.) The lower the bottom lip of the basket, the less chance of the 
ball staying in, so the operator merely tilts the angle upwards and therefore 
makes a practice try much easier. That is, until the inspector moves on 
to another booth; 3) The lighter the weight of the balls, the better the 
chance of the ball bounding out, so many times the balls used for 
insepction are water logged. With these balls you get a nod of approval 
from an inspector who has just sunk eight out of ten shots! 


IF YOU LIKE TO TOSS SOFTBALLS | SUGGEST YOU JOIN A LEAGUE 
AND STAY AWAY FROM THIS GAME. THERE HAVE BEEN ARRESTS AND 
CONVICTIONS ON THIS GAME IN OKLAHOMA! 


FLUKEY BALL 


The idea is to take a plastic baseball and toss it underhanded against 
a slightly slanted board. Many times this board will have the decal of a 
clown’s face as the target, but regardless of decorations, to be a winner 
the ball must rebound into the plastic garbage can sitting below. 

The tape around the baseball is very important to this game because 
it makes it hard to detect that the ball has a hidden cut. Such a cut alone 
can deaden a ball but sometimes the cut is used to fill the ball with cotton, 
graphite, or some similar light substance. Regardless of which way the ball 
is deadened the garbage can is situated to catch the ball. 


How can you lose? Inside the can, hidden under a towel, is an identical 
ball, except for the fact that this ball has not been tampered with and 
has more bounce. 

The operator can make a player hit or miss the shot by simply switching 
the balls. The cut ball will rebound into the can and the untampered one 
will rebound wide. 


PUSH UP/PULL UP COKE 


How simple can it be? All you have to do is place the open prongs of 
the fork under the neck of the coke bottle and ease it up to a standing 
position. The bottle, tilted into the V-cut of a stand is positioned in such 
a way that if the player eases it up either too fast or too hard the bottle 
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will have too much momentum and continue over. If the bottle falls over 
the player loses, but if he is slow and easy the bottle will stand upright 
on the small platform and thus produce a winner. 

At least that’s the way the game operator explains it, but nothing could 
be farther from the truth. 

The trick is not in the way the bottle is eased up at all but rather by 
the way the bottle is “set’’ You see, most bottle bottoms are heavier on 
one side than the other so if the operator places the heavy part toward 
the front the bottle will stand. But if the added weight is to the rear, the 
bottle will fall. For the operator to control this action it is important for 
the platform base to be perfectly level. 

What happens if a player gets wise and wants to position his own bottle? 
Under the back stand of the platform is a piece of ruler which is carefully 
hidden by the counter covering. With a rear corner or a screw leg resting 
on this ruler the platform is level but if the platform is moved slightly 
from this position then the board is no longer level but tilting slightly to 
the rear — not enough to be easily detected — but enough to make the 
bottle spill over no matter how the bottle is set. In other words, if a player 
becomes wise to the uneven weight in the bottle’s bottom or the way the 
bottle is positioned, the operator simply picks up and shows the platform 
and bottle and explains there is nothing to the game but a simple board 
and bottle. The two are replaced but unknown to the player, this time 
the back stand is resting off the ruler, assuring a loser. 

Although most 6% to 10 ounce bottles will work, whether it be soft 
or beer, the operator is careful to shy away from a bottle with a label or 
colored markings. The reason for this is that such a bottle presents a 
possibility of detection. For instance if the bottle happens to be a coke 
and the lettering is colored, just a chip or scratch might be enough to 
tip off a skeptical eye that the bottle is being turned as it is set down. 

A variation of this game is called a PULL UP COKE and the rules are 
self-explanatory. The physical description is the same but instead of the 
player pushing up the bottle with a fork the bottle is pulled up with a 
small cane. 

NOTE: Sometimes instead of relying on a piece of ruler, the operator 
will use well concealed holes in the counter. Since the platform rests on 
screws, they conveniently fit in the holes. Slightly move the platform so 
that one screw is out of the hole and once again the platform is no longer 
level. 

INSPECTION — Let the operator show the game, look at the difference 
in the thickness of the glass in the bottom of the bottle, feel for the ruler 
or holes, and close the game! 


BLOCK STORE 


Also called SOUP BLOCKS because during the great depression of 
yesteryear this easily carried game could be taken anywhere on the streets 
and the operator could win money to buy soup. 

Of all the games | worked around the country, | worked this one more 
than any other. 


A player is given three chances at completely looping a set of blocks. 
The rules are quite simple. The player receives three 4 inch rings for a 
dollar. Ringing one out of three awards a small prize worth a nickle or 
so, such as a whistle. Two out of three awards a medium prize which is 
a stuffed animal in the $1.50 to $2.00 range, and three out of three entitles 
the player choice of the stand. 


The operator has a standard spiel to entice a player into the game. “If 
| helped you win a choice prize you would tell your friends where you 
won it, wouldn't you? I'll tell you what. Put up a dollar and ring just one 
and instead of giving you a small prize, I’ll let you pick your choice!” 


He can show the player how simple it is by steadying the player’s hand 
and helping him guide the ring up while placing his own thumb and finger 
behind the block. As the ring clears the top, the operator’s finger and 
thumb stops the ring and thus the player thinks he has accomplished the 
feat needed to win. Of course, when the player tries it for real the 
operator's help is missing from the back of the block and either the ring 
will wind up going half on or fall off. (SEE FIG. C) 


Of course, as the operator moves the block closer, the ante goes up. 
Another way to increase the amount of the bet is by the player getting 
the ring half on. It might be the wrong way, but it works as a beautiful 
way to con the player into a BONUS, or playing for additional prizes and 
more money per game. 


This game can be very costly for a player as witnessed by an 
Investigative Reporter at the State Fair of Oklahoma in Oklahoma City 
in 1978. After being trained in the detection of this game he allowed 
himself to be taken. He lost $130.00 in approximately ten minutes! 


INSPECTION — Many times the operator will replace the standard 4 
inch rings with some much larger to pass inspection. Of course this is just 
a temporary arrangement. The best way to inspect this game is the way 
| was inspected one year in Winston Salem, North Carolina. | twas told to 
get outside the booth and toss a winner from the approximate four foot 
distance. | knew such a feat was impossible because we were using 4 inch 
rings. To avoid exposing the impossibility | used the argument that the 
game was luck and that | might throw one and make it or throw twenty 
and miss. To my dismay it was explained that a game of luck was taking 
a chance and that constituted gambling, and gambling was against the 
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law! A lot of innocent people were spared because of this alert inspection. 

NOTE: This game is also a favorite for sneaking a feel on an unsuspec- 
ting female player. The outside counter ts usually a height of 46 inches. 
You'd be surprised at the number of female tossers who are allowed te 
reach over as far as they can while throwing. More times than not a soft 
breast winds up in the upturned palm of the operator's hand resting con- 
veniently on the counter. The pretense is helping the poor girl out, but — ? 


SCISSOR BUCKETS 


Rebound the baseballs off the dot in the drum head and through the 
hole is all it takes. This is an easy chore until the seesaw-like spring device 
inside the back panel is activated, and then you couldn't make the ball 
go through the hole with a pile-driver! As long as the ball rebounds off 
the back, and is allowed to fall into the trap, the next one will go through 
the hole, but beware when the agent’s hand is waiting under the hole! 
If he catches the ball, preventing it from hitting the bottom of the trap, 
you can forget about the next ball doing anything but bouncing from the 
drum head far wide of the hole. Remember, if the ball rebounds off the 
drum head and allowed to fall into the trap, the next ball will go through 
the hole. Catch it and the next ball won't! 


THREE/FIVE PIN 


LI 


Like bowling? All you have to do is roll the ball down the four foot 
lane and spill the pins (see diagram). The only problem is that the agent 
can arrange it so that the only way you can win is shoot at one pin. He 
can remove the back pin and you still can’t do it. He can move the pins 
to a foot from your nose and still the most you will knock over is two! 
Of course on a free practice roll you can do it every time, but when you 
pay — the comb at a Hanky Pank starts looking good. This is how it works. 


(PXE XE) 


(TOP VIEWS) 


When the pins are positioned for play, they are butted together with 
the middle one slid back without disturbing the outer two. In this posi- 
tion the space between the outside pins is enough to allow the ball to 
catch only one, thus the most that can happen is that the player knocks 
over the back and either the left or right front one. Positioned this way, 
the agent can eliminate the back pin, but the results will be the same. 
The most the player can do is knock over one. How can you do it ona 
practice? Look at the diagram closely. As he slides the middle pin to the 
back, he curls the outside pins in. Not enough to be detected, but enough 
to lessen the space between needed to produce a winner! A FIVE PIN 
is worked with, of course, five pins and two shots to spill them, but the 
slight of hand positioning and the end result is the same. 
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SIX CAT SWINGER 
CATS MUST FALL OFF BACKWARDS 


Swing the ball past the bowling pin, missing on the way, and knocking 
it over on the return swing. A favorite Alibi for such engagements as 
military paydays, becuase it is not only costly but extremely fast. There 
are two ways an agent can control this game. 


All you have to do is pay fifty cents for three baseballs and knock the 
three stuffed cats completely off the shelf. It looks so easy, and it is if 
the agent wants it to be. This game is the favorite for Gypsy operators, 
and they can work the hidden pedal under the counter to perfection. Yep, 
1 said hidden pedal. If you've ever heard any of the many reasons given 
why the stubborn cats only lay down when hit forget about “hitting it 
too high, too low, too hard, or too soft.” 


The rigging is concealed by flash cloth and the construction of the 
booth. The pedal engages a rod which runs along the side of the game 
to the back of the cats. When the agent pushes down on the pedal, the 
rod engages a slot which moves forward and catches the falling cat preven- 
ting it from falling off the shelf. What can | say? DON’T PLAY THIS 
“GEEP" 


As you can see, the top of the chain is centered directly above the center 
of the bowling pin, so the ball will return the identical distance of which 
it is thrown. To allow the player to make the shot, the pin must be off-set. 
This can be done by simply sliding a little finger in the center slot, not 
enough to be noticed, but enough to cause the knock over of the pin. 
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Of course, when the player pays, the pin is placed in the middle. The agent 
can knock over the pin without the aid of off-setting by using a ‘Duke 
Shot’ By practice, using slight of hand, he pushes the ball behind the pin, 
thus the shortened arc will knock it over. Of course, a player cannot do 
this, and in fact must let it go at the side. Common sense tells you if you 
let it go and it misses the pin going, it will miss by the same distance on 
the other side coming back. TIP: WATCH THE AGENTS LITTLE FINGER 
WHEN HE OFFERS A ‘PRACTICE TRY’! 


OVER THE RAIL BUCKET 


Ba W7 


ims 


The player rolls a ball down an incline trying to bounce it from the 
first section over a wooden rail and into the second section. The truck 
is that underneat the false bottom of the game box there is the same 
springlike device as used in the SCISSOR BUCKETS. If the ball hits in 
the first section, bounces over the rail, and the agent catches it before 
it strikes the bottom of the second section, the next try will be successful. 
As a matter of fact, as long as the ball is not allowed to hit in the back 
square, the ball will bounce over the rail all day long because the device 
has now been triggered to make the front square ‘live’ But once the ball 
hits in the back square, it kicks the hidden seesaw device down from the 
rear and up against the front, thus making it ‘dead’ The next ball hitting 
the front square will have no bounce, and the ball will not clear the rail. 
NOTE: THIS GAME 1S HOUSED IN A WOODEN BOX THAT USUALLY 
SITS ON THE GAME COUNTER. 


cs 
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This is a typical ‘‘Bottle Ring’ percentage game. See page 44. 
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ENGLISH POOL 


__Game 
Circle 


TOP VIEW 


The player hits a cue ball, trying to knock a half dollar, resting on 
another ball, out of a circle. If the coin is centered directly on top of the 
ball it will land in the circle, thus the player loses. If the agent wants to 
show it can be done, he simply sets the coin slightly off-center on top 
of the ball and the momentum of the striking ball will carry the coin out 
of the circle. Another way of controlling this game is to use two cue balls 
One is larger than the other, and when this one is used it will carry the 
coin. At the end of the playing surface is a trough, the bottom of which 
is concealed to the player. A nice way to switch balls, wouldn’t you say? 


BY 


THREE BALL POOL 


SCREW WILL REMAIN SCREW WILL FALL 


The idea is to shoot a cue ball at three billard balls placed in a triangular 
position. A screw is placed in the middle of the balls and the player must 
separate the balls without disturbing the screw. If you want the player 
to lose, the balls are positioned to where the screw is against the front 
ball. When the cue ball strikes the front ball the momentum will carry 
it over the screw. If you want to show it can be done, the balls are posi- 
tioned to where the screw rests between the two back balls, thus the strik- 
ing balls will separate without disturbing the screw. 


BIG TOM 


A single large two faced stuffed cat is placed on a shelf to the rear 
of the game booth. This shelf is positioned at a height of that of an average 
man’s eyes. This height is as important as the small strip of wood running 
along the base of the shelf which hides the base of the cat. 

The idea of the game is for the player to throw a baseball and spill 
the cat completely from the shelf and into the trough below. If the cat 
is simply knocked over — the player loses. 

How is this game rigged? Behind the cat and concealed from the view 
of the player is another shelf of the same height. it is set at a certain 
prescribed distance behind the front shelf to form a slot through which 
the cat could fall — if the agent wants it to. The base of the cat is much 
wider on one side than it is on the other so if the operator wants the cat 
to just fall over he places the wider base to the back of the game booth. 
In this position the striking ball will carry the cat back against the hid- 
den shelf and thus only lay it over. If he wants to show it can be done, 
he simply sets the cat up on the narrow base to the rear. The narrower 
base will allow the spilled cat to fall between the shelves and into 
the trough. 


STRING GAME 


Seventy-two strings that are fed from the back of the booth through 
a large ring are offered to the player. If he picks a string that pulls up 
one of the bears he wins. If he pulls up a tag he loses. The problem with 
this game is that the majority of the time all the strings are attached to 
tags. Oh, the operator can show a winner at will but this is because under 
the counter is a pedal running directly to the bear. He pretends to pull 
a string while at the same time pushing down on the pedal and 
automatically a bear pops up! 

This game is extremely effective when the operator drops the odds 
agains the player. Ex: He may tell the player to pick out three strings and 
if he picks one of the three that pulls up a bear he will receive a cash 
bonus, the prize and all his money back. Believe me this is quite appeal- 
ing when the operator slides one of the three strings through his fingers 
and pushes down on the pedal at the same time producing a winner and 
two tags. 

You can imagine the frustration of the player when he gets odds down 
to one out of two! 

Another way the operator can show a winner is by actually having one 
or more strings attached to bears, but double looping them through the 
ring. He knows which bears are attached and merely traces the string 
behind the ring and gives it a tug, making the bear pop up. Of course 
the player still has no chance of winning because with the string double 
looped around the ring the string will not pull and the operator will simp- 
ly explain that particular string is broken. 

ALTHOUGH THE MAJORITY OF THESE GAMES ARE CONTROLLED 
BY THE OPERATOR THERE ARE SOME THAT ARE RUN LEGITIMATELY, 
BUT THE RISK TO THE PLAYER IS NOT WORTH THE CHANCE. EVEN 
IF THE GAME IS RUN STRAIGHT, THE BEST ODDS THE PLAYER WILL 
BE AFFORDED ARE THREE WINNING STRINGS OUT OF SEVENTY-TWO 
— AND THEN THERE IS ALWAYS THE CHANCE OF THE HIDDEN PEDAL. 
THIS GAME IS HARD TO DETECT BUT LAW ENFORCEMENT PERSON- 
NEL SHOULD BE REMINDED THAT THIS IS A GAME OF CHANCE AND 
CONSTITUTES GAMBLING. NEED I SAY MORE? 


COVER THE SPOT 


Concentration and a great deal of practice plays a very important part 
in this game. Not for the player but for the operator. 

The idea is for the player to drop five disks onto a red circle and com- 
pletely cover the red. The operator can accomplish the feat briskly and 
successfully each time but no matter how slow or caref! the player goes 
there always seems to be some red left showing. 

How can this happen? The player is told to drop the discs from a height 
of approximately six to eight inches and, to the player, the skilled 
operator is doing the same, but the fact is that while the skilled hands 
of the operator move quickly back and torward he is in fact palming or 
placing the discs on the circle. 
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Many times the operator will drop the odds for the player by placing 
from one to four of the discs on the circle. Of course when such a favor 
is offered the ante goes up, but the only way a player could win is if the 
operator did it for him. 

What happens if the operator places four of the discs and the player 
happens to get lucky on the last one? The Player went below the required 
distance to drop the disc and “placed it’ on the board and of course, that 
doesn’t count! 


SHORT RANGE SHOOTING GALLERY 


A player is offered a chance to show his expertise by firing three shots 
from a .22 rifle into a small target. The target may be a tiny red dot, a 
small red letter B, etc., but the results are always the same. There will 
always be some of the red from the dot, or whatever, left on the target. 
The operator will even offer to gamble a little by allowing extra shots, 
for a price of course, and still the p!ayer can’t win. Why? 

Just like in the Machine Gun game, the only way the target can be com- 
pletely shot away is by cutting around it and that would take a lot of shots. 
The bullets striking the target merely push back portions of the red, mak- 
ing it impossible to win. 

EX: DRAW A DOT ON A PIECE OF PAPER AND PUSH A PENCIL OF 
A LARGER DIAMETER THROUGH IT. NOW STRAIGHTEN THE JAGG- 
ED REAR OF THE DOT WITH YOUR FINGERS AND YOU WILL FIND 
PART OF THE DOT EVEN THOUGH, FROM THE FRONT, IT SHOWED 
THE APPEARANCE OF BEING REMOVED. THE SAME PRINCIPAL AP- 
PLIES TO THIS GAME 
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If you are going to be taken for a ride . . . try the Merry Go Round rather than 
some of the midway games. Insist too that your ‘police chief or sheriffs keep an 
eye out for illegal games and report any incidents to police at once. Remember, 
carnivals move out fast. 


FLAT STORE 


| watched the perspiration build on his forehead, hoping mine was dry. 
After all, to the veteran Agents beside me, | was still a rookie and yet 
| was about to take my biggest mark 

His hand trembled as he counted out the five hundred dollars it would 
take for the next try. | could see this would be the final bet and so could 
he. As he shoved the remaining three hundred in his pocket | put the wager 
in my money box. | tried to seem interested as he dumped the marbles 
into the numbered holes before me but, even though he was only one 
point away from winning, | knew he had lost. Slowly | totaled the score 
— “3,7,12, 18, 23, 28, 31” — His eyes locked on the losing number on 
the conversion chart. 


The tinal game was over. The final score — Air Force Colonel, 99 yards 
— Gene Sorrows, rookie agent, $2750.00. That's right. | had just taken a 
player for that much money ona carnival game. But this was no ordinary 
carnival game. It was a Flat Store, the most deadly device found on a 
carnival Midway. 


The name Flat Store’ is derived from the simple fact that with this group 
of games you can FLAT OUT rob a player! These games are worked by 
the elite game agents who are, in fact, the most sophisticated super 
salesmen in the world! 


How deadly are these games? The largest amount on record ever lost 
in a Flat Store game by one player was $95,000.00! (See John Scarnes; 
Complete Digest to Gambling). The FBI has estimated the odds on this 
simple marble game at over a billion to one against the player and, if 
you think those odds are one-sided, it might interest you to know that 
a variation of the same game was given to a university mathematics 
department to determine how much money it would take a player to win. 
The computer bank wouldn't go that high! The closest it would come was 
one septillion dollars! To further amaze you it has been said that a player 
would have to spend enough dollar bills to circle the earth to a depth 
of three miles to win! 


An important ally to the super thieves working this type game is a 
“Conversion Chart’ which enables the agent to control every step of the 
fraud. Ex: When the Colonel totaled a 31 it did not mean he had 31 points, 
but that 31 was the number he had to find on the conversion chart. A 
31 is a black number worth nothing. Had the total been a 39, which is 
a red number worth 2 yards, he would have been a winner for he only 
needed one to win, but little did he know that his chances of hitting such 
a number were almost nil! And that was just to get enough for two yards. 
Since it takes a hundred yards or more to win such a game, in order for 
a player to win on the first try, it would be greatly understated to say he 
would have to be lucky. You see the FBI lab established that for a player 
to total an 8 or 48 (100 yards) on one try it should occur once in 
32,533,787,583 tries. Of course a 9 or 47 also gives a 100 yards and the 
odds are greatly reduced. A player could roll one of these totals once in 
4,533,428,965 tries 
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How does a player get to 99 yards? The agent cheats in favor of the 
player by actually giving him points. This is done by the agent “fast coun- 
ting’ or mis-calling” the legitimate total. 

In other words it would not be to the agent’s advantage for a potential 
victim to roll a total of 31 on the first try and discover it is worthless. So, 
to entice the player to continue, he will fast count the total into a 44 which 
is worth 50 yards or half the game. 

With the finesse of the agent and the use of a Conversion Chart the 
game worker can easily give points, take them away, give a prize, give 
a free game, give money, give a “bonus” or an opportunity to win a TY. 
or stereo but, more importantly, he can take money. 

Flat Stores are broken down into three groups: Count Stores, Peek Stores, 
and Wheels. But regardless, if the game consists of counting marbles, ring- 
ing clothes pins, or spinning an arrow, the result is always the same: For 
the agent, a profit — For the player, an expensive lesson. 


COUNT STORES 


What do eight marbles, four darts, six-eight sided blocks, and eight 
miniature footballs have in common? They are all variations of Count 
Stores. 


RAZZLE BOARD 


Although these games are almost certain to be accompanied by a Con- 
version Chart, the trick is in the fast counting used by the agent. (A chart 
can be replaced by tags or poker chips since the scheme is to make the 
player accumulate some kind of score.) 


RAZZLE 


A game consisting of eight marbles, and a tray containing 143 numbered 
holes ranging from numbers one to six. 

The player dumps the marbles into the tray and the total accumulated 
is referred to a Conversion Chart for their worth. This game usually re- 
quires the player to score 100 yards or more to win and since the FBI has 
established such phenomenal odds to obtain a total worth 100 yards, the 
player finds himself in the position of playing more than one game. (On- 
ly four numbers on the chart give 100 yards: 8, 9, 47 and 48. A player could 
only roll an 8 or 48 every 21,533,787,583 tries while a 9 or 47 would only 
occur every 4,533,428,965 tries.) 

The agent employs a fast count techinque to keep the player in the 
game by giving points, chances for better prizes and, often, money. 

A typical play at a Razzle will happen like this: First the player is entic- 
ed by a free game and is almost assured 50 yards on the free roll. The 
agent writes the 50 yards down on a score sheet and marks it paid. The 
player is asked for a quarter for two more chances at the additional 50 
yards and the agent fast counts the next roll into a total of 42, worth 20 
yards. The player quickly has a total of 70 yards with another roll paid for. 

Before the marbles settle into the holes the agent already knows what 
the player will receive — a total calling for H.P. This is a very important 
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number and the player will find himself astounded at the fact that an 
H.P. stands for “house pays” and that the smiling operator behind the game 
counter is willing to swap him two dollars for a dollar plus a free game. 
The player will gladly oblige and as luck has it he manages to roll a total 
of 41 which is worth 15 yards. Now he has a total of 85 yards and gives 
little hesitation in forking over a quarter for a try at the 15 yards needed 
to win the stuffed toy. The player is guaranteed a total of 29 which calls 
for a bonus. 


“Shake my hand” smiles the agent, whipping out a twenty dollar bill. 
“Now when you win you get a stuffed dog, a TV. set, and twenty dollars 
of the boss’s money! What’s 10% of twenty dollars? That’s right! Put up 
two dollars and score the 15 yards or more and you get it all!” If the player 
comes up with the two bucks the agent is assured of two things: The player 
is not afraid of the gamble; 2) The player will get another H.P. 


“| don’t believe it! What’d you pay for that last game, two dollars?” 
He hands the player four dollars. “Remember, sir, an H.P. pays you two 
for one plus one free game. Dump ‘em in!” (At this point, the player is 
$2.50 ahead of the game with 85 yards and a free game coming.) At this 
point of the game an agent may vary the total given, but | always found 
it better to give the player a total of 39 which is worth 2 yards. This breaks 
up the steady decrease of yards. Ex: 50, 20, 15, etc. 


Now the player is asked for two dollars and the next roll is a 29 which, 
you guessed it, is a bonus. “What's 10% of fifty dollars, sir?’’ smiles the 
agent, whipping out the additional thirty. ‘That's right! Now when you 
win you get fifty bucks for a five dollar bet and all you need is another 
13 yards or more!”’ 

On the next roll the player will be awarded 5 yards, putting him 8 yards 
short. The next roll, a bonus, which doubles the bet to a hundred bucks 
for ten. The next roll is a total calling for a prize which is usually a two 
dollar teddy bear. The next roll is a loser such as a 30. The next roll gets 
another 5 yards, putting him 3 yards shy. The next roll is another bonus. 
Now it costs twenty dollars to play. The next roll another prize. The next 
roll another losing total. The next roll gets another bonus. 

Now the player gets half the prizes in the stand, five hundred in cash, 
plus all his money back and all he needs is 3 lousy yards. 

The bad part is that now it costs fifty bucks a roll! The next roll will 
be a 39 worth 2 yards. Now the player is up to 99 yards and if he comes 
up with another fifty bucks you can be assured the next total will be a 
29 or bonus. Now it costs the player a hundred dollars at a chance for 
a thousand and if he stays with it, the game will be a steady program 
for losing totals, prizes, and bonuses from here on out. 


It is important to point out at this time that few players carry this much 
money with them, but the friendly agent will gladly hold the game open 
while the gambler steps out for more cash, 

If this is not enough to shy you away from this game then there are 
a couple more statistics you might find interesting. 1) A player can ex- 
pect to receive 016635 yards per throw. 2) The eight marbles can be roll- 
ed in 143,25.982,035,730,560 different ways! 
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COLOR DART OR SPEED DARTS 

The Color Dart is very similar to the Razzle in the way a player is taken. 
The difference is the physical appearance of the game. 

A dart board positioned inside the booth replaces the Razzle board 
but the sequence of numbers is the same as that of the Razzle. (11 ones, 
19 twos, 39 threes, 44 fours, 19 fives, and 11 sixes.) To further complicate 
the play the squares housing numbers are quite small with the lines 
bordered with string. This string not only serves as an effective illusion 
to deter the player from receiving the number he actually hits but, more 
importantly to the agent, it increases the odds over the Razzle. 

(A sign posted inside the booth states that all darts striking a line count 
as three.) 

Instead of the player spilling out eight marbles, he throws four darts 
into the board either one at a time, two, or all four at once. It really makes 
little difference for two of the darts are colored and count triple the 
number hit while the remaining two are plain and count single. As you 
can see the darts total triple, single, single, or a total of eight just as the 
Razzle. 

The same Fast Count system is employed by the agent and the results 
are always the same for the eager player. 

Another form of this dart game is played with six darts that count for 
what they hit. A total of six of thirty-six is an automatic winner. The only 
problem is that there are usually just 6 ones and 6 sixes on the dart board 
with the same rule that a dart striking a line counts as three. 

Again the Fast Count is used along with some kind of conversion system 
to build the player to a certain score. 


BAFFLE BLOCKS 

Called Baffle Blocks because the operator can “baffle” the player with 
the count. 

The game consists of eight-six sided blocks with each side containing 
a number from one to six. Sound familiar? 

The blocks are set up toward the back of a board approximately two 
to three feet from the player. The player spills the blocks over with either 
a ball being rolled or swinging a bat suspended from a chain. Once again 
the agent Fast Counts the total of the numbers lying face up. 


CHIP BOARD 


An alley approximately five feet long and three feet wide runs from 
the front of the game counter to an inside counter. To the rear of this alley 
is a section containing numbered squares, and you guessed it, the numbers 


once again run from one through six. 
The player spills eight miniature footballs into the squares and once 
again the same fast count technique is used by the agent. 


PEEK STORES 


A group of Flat Stores that, unlike the Fast Count system used in the 
Count Stores, the agent employs a technique of mis-calling numbers or 
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hiding them (peeking) from the player. 

Ex: A common Peek Store is referred to as a Pin Store with the idea 
being that the player either tosses rubber jar lids around or points a stick 
at one of many clothes pins lined in rows inside the booth. 

Behind each pin is a number which corresponds to a conversion chart 
for their worth. (These numbers are concealed to the player). 

If the player rings a pin with the number 140 behind it, it is worth 
nothing, but a pin with the number 40 is worth 50 yards. 

Therefore, if the agent wants to “help” the player he merely mis-calls 
the legitimate number when he pulls it off the rack or puts his finger 
the numeral one. pie esi 

(SEE DIAGRAM FOR PEEK METHOD) 


PIN STORE/CHEWING GUM/MATCH BOX 


The only difference in these three games is the object used to conceal 
the hidden numbers from the player, but the mis-call and “Peeking” of 
re numbers are the same. Just remember that whether it be pointing to 
clothes pins, packs of chewing gum or boxes of matches, the player is 
ee hehe of receiving whatever points are needed for half the game 
on the free try and the end result will still be the pl i 

ayer coming 
point shy at the end. ei pokey 

Another convenient thing about a Peek Store is that the agent can take 


just about any concealed number off the rack at random and turn the 
usually all bad numbers into an instant winner when challenged merely 
by concealing the numberal one with his finger. 


BLOWER 


Although some of these games are worked as a Hanky Pank the ma- 
jority are Peek Stores and the player scooping out one of the ping-pong 
balls being blown in the air will usually find himself the victim of the 
same mis-call and Peek fraud. 
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DEVIL’S BOWLING ALLEY 


Large rubber balls are recycled down a ramp in front of the player and 
the same idea as the Blower is used. The player picks one out, hands it 
to the agent and once again the agent either mis-calls or Peeks what he 
wants at his option. 


ABC BALLOON 


A game very similar to a Hanky Pank Tag Balloon, the player throws 
darts at balloons. Behind the balloons are tags with a hidden letter or 
number. 

In order for the player to win he must accumulate a series of letters 
orf numbers. Ex:-A, B:'C..D, E-or 1, 2,3, 4; 5,6, 7, 8.9: 

The player is built up just like in a Razzle by hitting tags calling for 
H.P’s, bonuses, etc. 

The problem with winning this game is that a certain number or letter 
needed to win is excluded from the board and is safe in the operator's 
change apron ready to be palmed when needed. 

A frequent number missing is a 6, but there are plenty of 9’s as you 
know if you turn a 9 upside down it looks like — 


WHEELS 


This deadly Flat Store is commonly referred to as a Skillo or Skillet. 

It is one of the few games that depends largely on an outside man to 
help in the fleecing. This man not only pretends to be a big winner no 
longer allowed to play, but entices the potential victim by going fifty-fifty 
with him. Of course the backer has nothing to lose, but the Mark does 
because the creeping arrow spinning around the board on the counter 
of the game booth can be stopped at will by a brake, much like that found 
in a car, under the counter or a spot outside the booth on the counter 
by the outside man. 

The player is enticed to continue not by a conversion chart but by the 
odds being dropped by the agent. In other words the board is broken down 
into sections. The only thing wrong is that before the player even comes 
close to a good section the ante has been doubled to 99 yards! 


Ring Toss Game is to get balls into 
the containers. 
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CLOSING COMMENTS 


Perhaps | have painted a pretty grim picture of the carnival world which, 
until now, you thought was all fun, games, balloons and cotton candy. 
To a large extent it still is, thanks to hundreds of honest, hardworking peo- 
ple who, like me, are proud to be called a ‘“carny”” 

But, like any other activity that involves the exchange of many millions 
of dollars in cash annually — with only a token amount of it recorded, 
it’s only a matter of time before the organized criminal element moves 
in and takes over completely. This process has been underway for some 
time now. 

Before | started my campaign some years ago, no carny would step from 
the sacred bonds of silence and cause any ripples on the seemingly placid 
waters of a ten billion dollar industry. It not only seemed absolutely futile 
to do so but would certainly be a dangerous venture with no tangible 
reward. But | got fed up with crooks taking over anything they wanted 
by muscle, terror and big pay-offs. The family-fun atmosphere of the car- 
nival world as | knew it is being destroyed. Somebody had to come forth 
and blow the whistle. Maybe I’m not sure of all the reasons why it had 
to be me — but it is — and I’m going all the way with it. 

Other carny people are now coming forth and joining the campaign. 
It takes guts and | commend them and welcome them. The $25,000.00 
contract put out on me indicates a certain somebody is a little annoyed 
with me but, and more important, it indicates that my efforts have been 
effective at least to some degree. 

The many requests I’ve received from law enforcement agencies 
throughout the country to give workshops on rigged games not only shows 
their past unawareness of this well hidden highly lucrative criminal ac- 
tivity but also shows that, nationally, law enforcement is taking a serious 
interest in this multi-million dollar scam. 

On one of my many trips to Washington, DC. a Congressional Aide sug- 
gested that | should write a descriptive ““show-how” book to provide a 
visual record of the knowledge | had acquired in some fifteen years as 
a carny. The value and purpose in doing so is quite clear. My heavy travel- 
ing schedule hasn't permitted adequate time to write the in-depth story 
as it needs to be told but | hope this first endeavor will prove to be an 
aid to the millions of potential victims headed for the carnival Midways 
this season. 

And to those who have a special interest in my activities, rest assured 
that the completion of this first edition is by no means the end of my 
efforts to rid the carnival world of the rotten disease the criminal ele- 
ment is infesting it with. And as long as children can ride on dangerous 
iron operated by non-caring ride help, hopeful kids are fleeced at rigged 
games, wide-eyed young girls are lured behind game booths, and Welfare 
checks and food stamps are extorted from those in need — | will continue. 

If you have watched the papers or TV you will know that there have 
been a number of arrests, convictions, and several shows have been closed. 
But, one man can't do it all alone and whether you’re a carny or an outsider 
— think about it for a minute. Which do you want? A happy, healthy, 
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family-fun-for-everyone bit of American tradition to exist, where honest 
operators make a decent profit and patrons feel they had a good time 
getting their money’s worth — or watch it, and you be consumed by the 
insatiable greed of the criminals who are turning our carny world into 
the Great American Rip-Off? 
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Safety — Far too many cities, counties and towns do not enforce safety and 
health rules at the fairs and carnivals. They set up in a few hours and power lines 
are often generated from their own power plants. Would you want your child to 
accidentally walk to the back of an open trailer like this or step in the wires that 
stretch out? 
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It sure looks easy. But those lions are just waiting to eat you up. Remember if 
you go to the carnival that you can have fun and a good time if you are watchful 
and careful. Few of us can beat the system . . . and if you see a big winner. . . 
he may be a front to encourage others to try. 
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Food — Daddy | want a hot dog. Daddy, I want a cold drink. Daddy, I want cot- 
ton candy. Why we all have grown up asking for these treats at fairs and carni- 
vals. But the health department inspectors should be required to check out the 
people serving and the way the food is kept and stored. 


AMERICAN FEDERATION OF POLICE 
1100 N.E. 125th Street, North Miami, Florida 33161 
(305) 891-1700 


How You Can Help Us! 

he purpose of this book is to promote public safety and health. 
Ihe American Federation of Police, a non-profit educational asso- 
(iation of law enforcement officers nationwide granted the funds to 
print this book as a public service. Its author, Gene Sorrows has 
tisked his life to even print what is “inside’’ information. There are 
tens of thousands of communities in which the carnival will arrive. 
What we would like to know from you is if this manual helped and 
il you noted any group that we should alert police agencies about 
as being either very good or very bad. 


Your Experiences 

Carnivals arrive and set up so quickly. Suddenly there is light and 
Music and the folks that work carnivals are often persons with long, 
lony criminal records. Not everyone. But setting up and working 
and sleeping in these carnivals is the pits. 

Police investigators who may be looking for fugitives could prob- 
ably sweep many a carnival and end up with some good arrests. 
Ihe American Federation of Police would appreciate any clipping 
or news stories. 

One more item. This book is the kind of ‘library’ item that 
should be in every police and sheriffs office. 

Sincerely, 
Dennis Ray Martin, Deputy Sheriff 
President, American Federation of Police 


